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Getting started 


ЕІ Getting started 


This is it. E! for the DX7II series. It's the next 
generation of innovative ideas and powerful 
capabilities in the evolution of the legendary 

Yamaha DX series. From polytimbral РМ 
voices to an on-board 16 track SE!quencer, 
your E'quipped DX7II/DX7s is the premiere. 

performance instrument that also doubles as 
an entire MID! studio. 


Along with new ideas and capabilities come 
new things to learn. In order to take full ad- 
vantage of everything E! has to offer, Grey 
Matter suggest that you read this manual 
thoroughly - beginning with the overview of E! 
оп the next four pages and continuing on with 
complete descriptions of the Octal mode, 
ENGINE, and SE!quencer. Once you've taken 
the time to get to know E!, you'll be ready to 
explore with the most amazing performance 
instrument you've ever experienced- your 
Elquipped DX7I/DX7s. 


E for the DX7II series 


Although E! gives your DIZIVDX7s many new features, 
you may have noticed that there aren't any new butions 
ог switches on the DX's control panel. That’s because 
Ers functions are so well integrated into the OX that you 
сап access them right along with all the original OX 
functions. After working with Et for just a while you'll be 
using these new features just like any other DX paramo- 
ler, Here's a brief overview of some of these features, 
starting with E!'s new polytimbral Voice mode - the Octal 
mode: 








The Octal mode 


One of E's most exciting additions to the DXTII series is 
the Octal mode where you can play up o 8 internal DK 
Voices at the same time. Any internal DX Voice, from 
any one of Ef's memory banke, can be played in the 
‘Octal mode. When you combine these voices wilh E!'s 
amazing ENGINE and SElquencer, you've got an entire 
MIDI studio right in your DX! 





ENGINE 


ENGINE is the heart of the entire E! system - i's sort of a 
"clearing house” for all of your DX and MIDI data, As a 
16 track event processor; ENGINE lots you control all 
data that is coming in and going out of the DX. With its 
В Performance modes, like Chords and Player, you can 
play 16 track arpeggios, ostinato patterns, and multi- 
imbral chords - all triggered by hitting one key. And, 
best of all, every ENGINE parameter i fully program. 
mable! Just sore each setup into one of E!'s 128 
Performances - for every Performance E! will send out a 
16 rack Patch Map to your MIDI gear, call up your DX 
Voices from Octal mode, and even load а Song from 
SElquencer. Is really incredible! 
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SE!quencer 


‘And then there's SElquencer, the most powerful MIDI 
recorder o its ind. In many ways its just like 3 16 
track lape recorder - you can record, playback, even edit 
-for both the DX and any MIDI channel. I this is your 
fist time working with a sequencer you will find Es 
SElquencer tobe quie simple о understand and easy to 
use. you are already familiar with other sequencers, 
you will find SElquencer ю be a full-featured MIDI data 
recorder wit? advanced capabilities like sep editing, 
quantization, and tempo record. Now you can record 
and play 16 tack Patterns and Songs wherever you are 
with your DX -at home, in the studio, even on sage. 


Before you explore these amazing features in detail, be 
sure to look over the next two pages for some basic 
information on selecting and loading Voices with E!'s 4 
memory banks, and on E!'s MIDI implementation. 
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Selecting Voices 


Selecting а ракі from ore of E's 4 memory banks is 
easy. Just use the data entry buttons (+) to choose 
‘which bank you want Ье in. Then simply select the 
patch number that you want (rom 1 to 64) and that's it. 
The total number of patches the E! can store internally is 
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Loading Vo. 


ices 


Loading patches from a cartridge or via MIDI is also easy. 
First, select one of Els 4 memory banks and then select a 
patch from that bank (i's О.К. if there are no patches 
Stored in this bank yet - doing this simply makes the bank 
"active". 


2 Now, assuming that Internal Memory Protect is OFF, all 
you have todo is emer o Fit mode and oad е 
DX7II screen paiches as you normally would (see your Yamaha DXI 


DX7s owner's manual for more information) To load 
into another memory bank, just select that bank, choose a 
patch to make it active, and load your voices. 








E! and the DX's MIDI implementation 
DX7s screen 














Voice Single 


Rev ch >A >B »0mni 
он off ой 


Channel — »Trnsch 
Messages. off 

















ER г Е1-15 PianoBells. 
p dd 
-1/NO +1/YES 


use the data 





















With ENGINE, the DX is able to process all 16 MIDI 
channels simultaneously - something that was obviously 
not possible before E! was installed. You can filter 





Channels on ог ой, merge data, even change patch 
entry buttons numbers directly from the DX. 

to select the E! 

memory bank In order todo all this, ENGINE overrides the ОХУ MIDI 


implementation - tha is, only if you have tumed the DX's 
MIDI Receive/Transmit channels and OMNI mode OFF 
will ENGINE process the data correctly. 

















1 9 tm (32 6) 


Select from patches 1-64 
for each memory bank 





See the Trouble shooting chapter at the end of this manual for 
information regarding the proper set-up of your MIDI system 
with ENGINE, 
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The official E! sticker 


The distinctive, handsome, and downright striking E! 
sticker has been included for you to place directly on the 
DX' front panel. Making sure that there is no oil or dirt 
оп the melal, simply remove the sticker' paper backing 
and gently place it between the Yamaha DX logo and the 
algorithm chart. 


ENGINE 


ENGINE 





‘Musicians, start your ENGINE! Your 
Elquipped DX7IV/DX7s has, among many other 
things, a 16-track DX/MIDI-event-processor 
that we call ENGINE. Now you can control the 
DX and your entire MIDI setup right from the 
DX's keyboard. Even if you don't have an 
extensive MIDI setup, you can use ENGINE 
with the Octal mode, which lets you play up to 
8 internal DX Voices at the same time. From 
its 16-track patch mapping and Velocity 
Processing lo the amazing Performance 
modes, ENGINE will process your DX and all 
your MID! gear together, treating them as 
different parts of the same instrument. Just 
follow the diagrams and read about the 
incredible possibilities of ENGINE: 


ENGINE 


How to enter ENGINE 


press 


ют) 


then press ап 
ENGINE menu 





button 


PERFORMANCE. 





cs VOICE MODE — MICRO TUNE РАМ 


(m ®|(зв 90) (29 
































buttons 


ENGINE 


Using ENGINE on the DX. 


Due te the smaller LCD screen on the DX7s, viewing 
every parameter of each ENGINE menu at ће same time 
is not possible. In order to view every parameter, simply 
press the (righ Cursor button, which will “move” the 
ENGINE menu on the screen, аз in the example 


DX7II screen 
E NUT ae 
TR »Dest »Transpose >Patch >Curve >Level 
09 рхо +12 -— NORM 02 




















DX7s screen 
TR >Dest 
09 DxD 











>Transpose  »Patch 
+12 — 








press again 


7 > Симе Level 
WELL, NORM 02 























ENGINE ENGINE 


Adjusting ENGINE parameters ENGINE: an overview 



































Ne ENGINE is a 16-track event processor for all DX Voices 
and any MIDI channel. What exacily does that mean, 
10 selecta you may be wondering! Well, for one thing, ENGINE 
parameter, Allows you to control your entire setup the DX and 
‘move the DD kor one осол namely Р Dent 1n 
в way, you can lake up to 16 separate MIDI instru- 
Cursor by ments, plus up to 8 internal DX Voices, and play them all 
pressing the from the DX. However, with ENGINE, “play” doesn't 
Cursor buttons mean a simple merge where depressing à ey wil send 


the same information о all MIDI channels. ENGINE is 
much more than that, because each of its 16 Tracks сап 
play a separate part to а separate instrument - all at the 
same time! 


DX D 





een 





TR >Dest »Transpose >Patch >Curve »Level 
DX D 












































Any instrument, DX or MIDI, can play on any Track. 
‘Selecting an instrument for each Track is done in the 
main ENGINE menu, the Track Assign menu. It is here 
that you can cycle thru all 16 Tracks and choose the 















































» E instrument (we call it a *Destination") that will play on 
(um D ——— ie Io 
eh e E E 
— sa ot ee 
— ee ay eel 
the +/- buttons 
10 adjust the 
value 


п 12 





ENGINE 


> Voice mode 





octal 





Even if your Elquipped DX is the only MIDI instrument 
you have, you can use ENGINE's amazing capabilities in 
any DX Voice mode - including the Octal mode, where. 
you can play up to 8 internal DX Voices at a time. That's 
Fight, you can play В different internal Voices simultane- 
‘ously, with each Voice assigned lo a separate Track. 
With ENGINE and the Octal mode, an E!quipped DX7IV 
DX really is a self-contained MIDI studio. 


>Perf mode »Song 


Player 





‘And then there are the В Performance modes to realize 
the full potential of ENGINE, Not only are there are 
different styles of “splits, like the Floating Split, which 
has a split point that dynamically follows your right hand 
up and down the keyboard, but there are sls incredible 
new aulo-accompaniment modes like Chords and Player, 
which let you play 16 track arpeggios, ostinato pattems, 
and complex rhythms all done by hitting one key! 
ENGINE'S Performance modes really put the “live” bark 
into live performance. 


‘And finally, every ENGINE parameter is fully program- 
тәбе - Just set everything up the way you want and store. 
itall into one of the 128 programmable Performances, 
Now that you have a general idea about the many 
capabilities of ENGINE, go ahead and read each discus- 
sion for more complete Information. 
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/GINE menus 





The ENGINE menus can be divided into three 
‘groups: the Controller menus, the Perform- 
ance/Voice mode menus, and the DX Voice 
menus. To make it easier for you to organize 
these menus, each group has been assigned 
its own ENGINE menu button. Just press 
these buttons repeatedly to cycle thru the 
ENGINE menus and follow the diagrams. 




















(27 59)| (з ( 29 61 























мы у cxt 


ENGINE 


(ar ® = (208 


press buiton 27 
to cycle thru. 
the Controller 























menus 





EEE 


Sustain foot switch 
0 _ 


This menu remains exactly as it was before E! Please 
refer to your Yamaha DXZI/DX7s owner's manual for 
more information. 

















ENGINE menus 


16 











>Select 
Tempo 





This menu remains exactly as i was before El, with the 
exception that CS1 and CS2 can be set to be a Tempo 


control for Player and 





For information regarding the other possible CS1 /CS2 
Select modes, please refer lo your Yamaha DX7IVDX7s 
‘owner's manual. 


AFT TOUCH 


This is the Controller Map menu, where you can remap 
each of the ОХ» controllers to any of ENGINE’s 16 
‘Tracks. For example, you can set it up so that triggering 
‘AfterTouch on the DX keyboard will affect only voices 
‘currently being played by Track 1, while the Pitch Bend 
may affect only voices being played by Track 2. (Note: 
these settings are active only in the "ive" Performance 
mode.) 





D 


>Controller 
AFT TOUCH 


D 


> Destination 


Track 1 








ENGINE 


There are 17 controllers 0 choose from: AfterTouch, 
MIDI controller, Modulation Wheel, Breath control, Foot 
control, Portamento (time), Data entry, FCI and 2, CS1 
and 2, Sustain, Portamento (on/off), Key Hold, Soft, FS2, 
апа Pitch Bend. 


You can remap each controller to any of ENGINE’: 16. 
“Tracks (sae the Track Assign menu for moro information.) 





“This menu remains exactly as it was before El, with the 
‘exceplion that one more mode, the ENGINE mode, has 
been added to the Foot Switch Select. When it is set lo 
ENGINE, the Foot Switch (2) will act as a Stop switch for 
both Player and SE!quencer, and as a Track select switch 
in the Normal! and Normal2 Performance modes all of 
‘which are discussed later in the manual) 





For information regarding the other possible Foot Switch 
Select modes, please refer to yout Yamaha DX7I/DX7s 
‘owner's manual, 
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Performance/Voice mode menus ШШЩ шет; 
e» ©) О) 


г 59) (Сов 0) 














TR >Dest »Transpose »Palch > Симе >Level 
09  MIDIO6 +12 51 Р081 06 










































press button 28 
to cycle thru the 
‘Performances read at “Track 9 is boing played by MIDI channel 6, patch 51. it 
is being transposed 12 notes up. The Velocily Curve Б 
Ули Positive and the Velocity Levels 6." 


This is ENGINE's main menu, the Track Assign menu, 
where you direct the ENGINE data for each Track to any 
internal DX Voice or any MID! channel. You can also 
use this menu to change patches on any MIDI channel, 
transpose these patches, and enhance their dynamic 
levels with E's exclutive Velocity Processing, 


the functions of this menu - you will find it to be an. 
integral part of most every feature of your Eiquipped 
DX7IVOX7s. 





* — conyers 


>Perf mode »Song »Tempo »Sync 




















Player 04 120 INT 
z CIS = d C» 
There are 16 Tracks which direct ENGINE dala o an 
NTI rs vou wl eet e Gee EGRE TR Destination. Each Track eon process up o 16 notae Jta 
modes chapter for a complete explanation. 09 ime. 
always use the Key Set 
buttons to adjust the 


Track number 
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>Transpose 
+12 


The Destination of a Track is where all data from that 
Track will be sent. in ALL Performance modes, each 
Track must have a Destination in order to hear any sound. 


EXAMPLE 1: If you are in the Normal play mode, Track 
T will be the active keyboard Track - so, the Destination 
of Track 1 should be the DX Voice or MIDI channel that 
you want to play. 


EXAMPLE 2: If you ao in the Sl quencer mode, each 
Track that you record must also have a DX Voice or a 

MIDI channel Destination. If you want to change the 
sound of a recorded Track, just change its Destination. 
You can even have the same Destination play multiple 
Trade. 


Possible Destinations are: 


+ Any internal DX Voice (in the Single, Dual, and Split 
modes the screen will simply read "DX*; in the Octal 
ode, you will choose between DX Voices A thru H) 


+ Any of the 16 MIDI channels. 
+ A track can akso be turned OFF. 





Use this parameter to transpose any DX or MIDI patch 
‘The value on the screen refers to notes (+12 means 12 
roles, or 1 octave, up.) The range, both up and down, is 
2 octaves. 


ENGINE 


co 


If your Destination is one of the 16 MIDI channels, you 


>Patch [B con woth parameter to change the patch number 
thot even moving from the DX keyboard, And once 
51 11 you have sre all af your ENGINE ting eto a 


Performance, E! will transmit а 16-rack patch map o se 
the MIDI patch v you MIDI devices, иш 


number range 
16010 127 


The Velocity Curve determines the overall character of 
velocity response for any intemal OX or MIDI patch. 
There are four Curves to choose from: 


+ NORM - this is the DX’s original velocity curve, 


use the POS1 «POS! - this curve is biased so that the output velocity 
‘and POS2 Wil be higher than what is really played. 
Curves io * POS2- this curve makes iteasy to produce very low or 
very high velocities. Playing with anything up to 
extend the MIDI medium velocity will output a low velocity, while 
velocity output playing with anything over medium velocity will output a 
range to 127 high velocity. 
* NEG - this curve will output the opposite velocity of 
what is really played (playing soft will sound loud, while 
playing hard will sound soft) 





The Velocity Level acts as a volume/brightness солго! for 

> Level any internal DX or MIDI palch. Not only are you able 10 
06 scale down patches that may be “too loud”, you can also 
“overdrive” them to а level that isr’t humanly possible to 


the "normal" Pey, making sounds brighter than you've ever heard 


Velocity Level 
is 05 
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Track 1 is ENGINE'S "live play" Track. In most 
Performance modes, keys that you play LIVE on 
the DX keyboard will be played ‘thru’ Track 1. 





EXAMPLE 1: ın ‘he Normal mode, if Track 1 is set This is ENGINE's Tonal Processor, which is used to 
with a Destination of MIDI 05, notes played on program tonal patterns in Chords and Payer. Please see 
the keyboard will be output to MIDI channel 5. the Performance modes chapter for a full explanation 


EXAMPLE 2: While playing a pre-recorded Song 
in SElquencer, you can play Track 1 live on the 
DX keyboard - just choose whatever Destination 
you like and all notes played live on the keyboard 
will be sent there. 








With E1, there are four DX Voice modes: Single, Dual, 
and Split all of which are exactly the same as the 
original DX7II Voice modes), or Octal mode, which lets 
you play up to 8 DX voices at once. 


The Voice modes are discussed on the following two pages: 
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ENGINE 













Single mode 
single E2- 15 = К — 





See the next page about selecting Voices. 





Dual mode 





»Voice mode 





. dual 


In the Dual mode, you can layer any two DX voices 
together. This means that when you play any note, both 

Voice A and Voice B will play together. This also means 
that the polyphony of the DX is reduced to В notes in this 
mode. 


If your DX is set to the Dual mode, the Dual Detune 
screen will appear as you cycle through the menus. This 
parameter will shift the pitch of both Voices in equal 
increments of 1/32 steps (= original pitch, 8-1/4 stop 
дешпе.) Voice A is shifted up, and Voice B is shifted 





‘See the next page about selecting Voice A and 
Voice B. 


Split mode 


>Voice mode 








In the Split mode, you can choose a pointon the OX 
keyboard where Voice A and Voice B are split (one part 





M ihe DX is set to Split made, the Split Point screen will 
appear as you cycle thr the menus - this is where you 
set which rote will mark the spit between the OX 
Voices. You can set his point by moving the data епу 
slider, or by simply pressing the actual rote down on the 
keyboard, 


> Split point 
G44 





See the next page about selecting Voice A and 
Voice B. 





Octal mode 








> Voice mode 
octal 








Inthe Оса! mode, you can play up to 8 DX Voices 
simultaneously. Please see the Octal mode chapter for a 
full explanation. 
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On the DX7II 


e e . 
VOICE MODE SELECT 

















(mes ^| (mm. J| erur 
EN PPS 


corresponds to the chosen ENGINE Voice mode. Use 
the "А/В" button to choose Voice A and Voice В. 

















If the Voice mode is set to Octal, press any one of these 
buttons to make it active. Use the "А/В" button to cycle 
thru Voices A to H. 


On the DX7s 


FRACTIONAL/ MICRO TUNE 
inl KEY SET » 


es EB 


TN pss the Vo ton to acta the chosen 
ENGINE Voice mode. 

















Press this button repeatedly to choose Voices A 
and B in the Dual and Split modes, and to choose 
Voices A thru H in the Octal mode. 


ENGINE 





>Total Volume > 









This parameter lets you set an overall volume for the DX 
Voices. 


> Total Volume 
87 





— REL | f yurDXissetto Dual or Spit Voice modes, you can 
> Balance use this parameter atte rete voles of ice 
a35 and Voce. Values below zr bias the volume 
wards Voice A wi values above zero in te 
аЛа towards Voice B("ceo" san equally belorced 
n 
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DX voice menus — A 


=- 


NE x 
NOTE >A >B >C »D >E >F >G >H 
0 0 42 0 3 0 4 


































press bution 29 The Note Shift menu remains exactly as it was before EY 
withthe excepion tht in the Осы! mode, all в DX 
t eyele thru the. Voices can be shifted. Please refer to your Yamaha 


DX voice menus DXTIOX7s owner's manual for more information. 


Use the Note Shift parameter in conjunction 
with the Transpose parameter (in the Track 
Assign menu) to extend the amount of trans- 
position possible for each DX Voice. 


m— 7”. шшш 


Volume 92 128 102 65 128 128 0 128 














pens 


o tuning »Table select 
Twelve tone 09 








If your DX is set to the Octal Voice mode, this menu will 

appear as you cycle thru the button 29 ENGINE menus. 

The DX Volume menu is a “mirer” for ай 8 DX Voices. 

‘Simply select each individual Voice and adjust the 

volume (from 0 to 128). The Micro Tuning Select menu remains exactly as it was 
before Et, with the exception that E! expands the internal 
memory for user-defined (twelve tone) tunings. Please, 
see the Expanded Micro Tuning chapter for a full 
‘explanation 


For more information about the Micro Tuning Select 


menu, please refer to your Yamaha DX7IVDX7s owner's 
тапш. 
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Т ИТД 


Micro- >A >B >C >D >E >F >G >H 
Tuning оп on off off off off оп off 


If you are in any Voice mode other than Single, and if 
you have selected a Micro Tuning other than Preset 1 
the “normal” DX scale), you can tum the alternate 
tuning on or off for every active DX Voice. 





Dx >A >B >C >D >E >F >G >H 


Polyphony 8 4 2 2 








Ifyour DX is set to the Octal Voice mode, the DX 
Polyphony menu will appear as you cycle thru the button 
29 ENGINE menus. With this menu, you can determine. 
the amount of polyphony for each DX Voice. 


What is “polyphony?” It в the total number of notes that 
the DX сап play at one time - once you exceed the limit, 
notes that you play will cut out sharply (and unpleas- 
antly) On both the DX7I and the DX7s the polyphony 
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isa total of 16 notes, which could lead to problems in the 
Octal Voice mode, where you can play up to 8 different 
voices at ће same time. To avoid any problems, you can 
use the DX Polyphony menu to manually adjust the total 
number of notes for each Voice, according to how many 
notes per Voice you are expecting to use. 


You can also use E's exclusive Dynamic Voice Allocation 
эв another way of adjusting the ОХ" polyphony in Octal 

mode. Dynamic Voice Allocation is explained further on 
inthis section. 


In order to hear any sound from a DX Voice, at 
least 2 notes must be allocated to it in the 
Polyphony menu. 


These examples 
show two possible 
ways to manually 
set the 

DX Polyphony 








DX >A >B >C >D >E 
Polyphony 12 4 — — ~ 














>F >G >H] 





E! biases polyphony in a 
descending order, from 
Voice A to Voice H 








— Е uS 
DX >B >C >D >E >F >G >H 
Polyphony 2 2 2 2 2 2 2 
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УЫ шп 


split between 
Track 1 and Track 2 










8 Way >12 >23 >34 >45 <56 >67 >78 
Split point 048 060 072 084 096 128 128| 











MIDI note 
number 48 


If you have the ENGINE Performance mode set to 8 Way 
Split, the 8 Way Split Point menu will appear as you. 
сус thru the button 29 ENGINE menus, 


With the 8 Way Split Point menu you can set up to 7 
different split points between Tracks 1 thru 8 of ENGINE 
= the instrument (DX Voices or MID) that will be playing 
‘each Track depends on the Destinations that you set for 
them, 


The number pairs on the top row of the LCD screen tell 
you which split point you are adjusting (“12° is the split 
point between Tracks 1 and 2, 723" is the split point 
between Tracks 2 and 3, and so оп) the values on the 
bottom row of the LCD screen are MIDI rote numbers, 
with a range from 001 to 128. 





То seta split point, simply adjust the MIDI note number 
underneath each Track Split number, beginning with 
Track 1/Track 2. Tracks cannot overlap, so each 
successive split between Tracks must be at a higher MIDI 
number than the previous one. 
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4 > 
MIDI notes MIDI notes 
0110 35 97 to 128 


| MDI notes 36-96 — — —| 


—IIIIIIIIIIIIIIIII 


These are two 
possible ways 
to set the Split. 

Points 








Tracks 4-8 are set out of the range of the DX 
keyboard 
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и 





This parameter will turn on E!'s exclusive Dynamic Voice 
Allocation (DVA), which enhances the ОХ polyphony 
by dynamically distributing notes only when a Voice is 





actually playing. You can also use this parameter in on 


conjunction with the DX Polyphony menu to manually 
f the polyphony of some Voices and leave the rest to 
be distributed by DVA. 

However, hero ar times when DVA isn't the best choice 
in setting the DX's polyphony. Here are afew sugges- 
tions on when to use DVA and when not lo: 


= When to use DVA 
Use DVA when you plan on playing Voices A thru H in 
the Octal mode, but not all at once. One such occasion. 
might be in a Song created in SE‘quencer - there may be 
times when only Voices A ог B are playing, and others 
when only Voice C or D plays. If you use DVA, all the 
‘Voices will have the maximum polyphony possible, 


= When not to use DVA 
you use DVA in a situation where many DX Voices are 
playing at the same time, notes will be stolen with an 
audible “popping” sound. The best thing о do in this 
‘case is 1o set the ОХ polyphony manually. 





* When to use DVA with manually set 
There maybe mes when you loy ond vate att 
time andthe mest just once in a while. In this case, you 





>Chord Hold 


ENGINE 


‘can set the polyphony of one Voice manually and leave 
the rest up to DVA. For example, if you manually set 6 
notes of polyphony to Voice A, that will leave 10 notes 
for DVA to distribute to your other DX Voices. 


sarameter will turn on ENGINE’s MIDI Clock OUT, 
which will send a MIDI clock number (tempo) io any 
extemal MIDI drum machine or sequencer. Use this 
parameter to keep your other MIDI devices in sync with 
Player and SElquencer. 








If you are in the Chords or Player Performance mode, you 
‘can use this parameter to hold the chord or Playersong 
without having to keep your finger on the key. 


With Et, MIDI data can be received by the DX in one of 
two modes; Normal mode and Direct mode. Of the two 
modes, Normal mode is most lke the DX7II's original 
MIDI implementation. Each mode has specific strengths 
{and weaknesses), зо studying the following descriptions 
should help you to choose the one that best fits your 
needs for each performance. 


In Normal mode, all data entering the DX's MIDI IN port 
will be processed as though it was played on the ОХ? 
keyboard isel. This closely resembles the ОХ'з original 
MIDI implementation with the exception that the ОХ 
Split Voice mode no longer supports the input of MIDI 
data on 2 separate channels. Instead, E! gives you 
enhanced MIDI input on а number o diferent channels, 
using the Direct mode. 
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ENGINE menus ENGINE 


The Direct mode allows you to tap the full power of the 
polytimbral Etquipped OX7IVDX7s. In this mode, all 
incoming data is played on the ENGINE Track number 
that matches the MIDI channel number of the incoming. 
data. For example, data coming in on MIDI Channel 1 is 
played by ENGINE Track 1, which in turn can be set to 
play any DX Voice or any MIDI Channel. To ignore » 
MIDI channel, simply turn that Track Destination OFF. 
Bulk system data в not allowed in this mode, but you 
an make parameter changes and “edit buffer” transfers 
to any of ihe 8 DX Voices if you are in Ocal mode. 





>Еб forced damp 


Demo Song 1 


Those two menus remain exactly as they were before E! 
Please refer to your Yamaha DX7I/DX7s owner's manual 
for more information. 
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Octal mode 





stal mode 


You can play up to ё DX Voices at a time іп the 
Octal mode, each one having its own Track 
assignment, adjustable Volume, Transpose 

value, and Velocity Curve/Level. Just follow 
the diagrams: 


























press button 28 
to access the 
Voice mode 
‘menu 


>Voice mode 


octal 
TT 











— 7 
Gor | (um )) 














press YES or NO to change 
Voice modes and select Octal mode 
(the data entry slider will not allow access to Octal mode) 


ENGINE 


How to select voices on the DX7II 


VOICE MODE SELECT 


INI * 
(эник (тш SPLIT 
press any one of the Voice mode select buttons 









































press the "А/В" button 
repeatedly to cycle thru ОХ 
Voices A to H 


NOTE: there will be a slight delay after 
you select a patch number in the 
Octal mode 
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Octal mode 


How to select voices on the DX7S 


FRACTIONAL/MICRO TUNE 
a KEY SET » 


EN 
voice) 

















press the Voice 
button 









[Voice Octal >A 
E2-15_PianoBells 








— 
CŒ 











press the Voice button 
repeatedly to cycle thru 
DX Voices A to H 


NOTE: there will be a slight delay after 
you select a patch number in the 
Octal mode 
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ENGINE 


Adjusting Octal mode voices 


Use the ENGINE menus under button 29 to 
adjust the Volume, Polyphony, Note shift, and 
Tuning of each Octal mode voice. 














(29 в) 














tutum. 
DX >A >B >C >D >E >F >G >H 


Volume 92 128 102 65 128 128 0 128 
a Fe T 




















Dx >A >B >C >D >E >F >G >H 
Polyphony 4 2 
















ae EEE 
>В >C >D >E >F >G >H 
0 3 0 











—— 
>B >C >D >E >F >G >H 
on off off off off on off 
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Octal mode and the Track Assign menu 


As you know, the Destination ol a Track can be any DX 
Voice or MIDI channel - if your ОХ is in the Octal mode, 
the Destination will read "DX А? thru "DX H” instead of 
just “DX”. This means that any Track can be set to play 
any DX Voice (A thru Н.) By using the Track Assign 
menu, you can also set a separate Transpose and 
Velocity Curve/Level for each Voice. 


Please note that for any Octal mode DX Voice to be 
audible, you must have at least 2 notes of polyphony per 
Voice and ihe volumes of each Voice must be set (see 
the DX Voice menus under ENGINE button 29.) 








TR >Dest >Transpose >Patch >Curve >Level 
03  DXC +12 an POSI 06 














TENER 





Poly-unison and Random pitch 
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The Poly-unison and Random pitch parameters of your. 
DX are slightly different in the Octal mode lif you are 
unfamiliar with these two parameters, please refer to your 
DX7I/DX7s owner's manual for an explanation.) If you 
select Poly-unison, your total polyphony will be reduced 
108 notes (not 4, as in any other DX Voice mode) Also, 
if you use the Random pitch parameter you may notice 
that is effect will seem riche and more natural sounding 
than in the other DX Voice modes. 


For those who are familiar with Grey Matter's E! for he. 
original DX7, these are otherwise known as the Voice 
Stacking and Random Detune features 


ENGINE 


Octal mode and MIDI input 


Of course, you can drive the Octal mode's 8 DX Voices 
wilh external keyboards and sequencers through the DX's 
MIDI IN port. However, there are some special ENGINE 
features for using MIDI input while the DX is in the Octal 
mode. See the discussion of the Direct MIDI input mode 
on page 36. 





Panning Octal mode voices on the DX7II 


The normal Pan feature is disabled when you are in the 
Octal mode: however, there is а "pseudo-Pan” available, 
allowing you to specify which audio channel а DX Voice 
will be output o. This 'pseudo-Pan* is done by the 
allocation of notes using the DX Polyphony menu. 


To activate the *pseudo-Pant, press the PAN button while 
you are in the Performance mode. Now, when you play, 
the DX Voices that have been allocated the first 8 notes 
of polyphony will be voiced by one audio channel, while 
the Voices that have been allocated the second group of 
8 notes will be voiced by the other audio channel. By 
experimenting with and adjusting the DX Polyphony 
settings, you can have single or group Voices in true 
stereo. (For more precise panning, make sure that Dy. 
namic Voice Allocation is OFF) 
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Performance modes 


formance modes 


With E!'s 8 Performance modes, you can 
realize the potential of ENGINE as a 16 track 
MIDI event processor - from the Floating Split 
and 8 Way Split, to the amazing Tonal Proces- 
‘sor that makes Chords and Player possible. 


NOTE: the Track Assign menu plays an impor- 
tant role in ALL Performance modes. It is 
advised that you first have a complete under- 
‘standing of its functions before continuing. 

















press button 28 
until screen 
reads 


>Song »Tempo >S) 












с 
WT 


>Perf mode 
Normal 1 


>Perf mode 
Normal 2 


2 ву © 


»Perfmode »Song »Tempo > Syne 
Player 






ENGINE 









04 120 INT 





Normalt is the original DX7IVDX7s Performance mode. 
In this mode, the keyboard responds exactly like a non- 
Equipped OX71/0X7s - with the exception that pressing 
the Foot Switch (2) will switch the active keyboard Track 
from Track 1 to Track 2 (see te ENGINE menus under 
button 27 to set the Foot Switch Select to “ENGINE. 
The active keyboard Track will switch back io Track 1 
when you let go of the Foot Switch. 


Using this mode, you can alternate between any two 
patches (DX or MIDI) and sill have the freedom to play 
the entre DX keyboard, 


Normal2 mode is exactly the same as Normal, except 
that pressing the Foot Switch(2) or the ENGINE button 
will cycle the active keyboard Track thru all 16 Tracks (as 
long as they have à Destination - a Track that is OFF will 
reset the cycle back to Track 1.) 


In this mode, all notes are played by Track 1, while the 
highest current note is also played by Track 2. 
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Performance modes 


Inthe Foating Spit mode, any rots played by your lofi 
and wil voiced on Track 1 while amy мше played by 
your right hand wil be voiced by Track 2. Tha dle 
Perf mode (етэ fed pli beesuse, in this mode, te oplpeint 
0 лапіну mover up and ovn he hepate] 
FlolSplil ^ play. Hove's how k vot: ferentes 





When playing, E wil conta onore highest 
Curent note Gated ro dot coun) Aros 
win co кити down tame Мнн tse 
ing fave een red Бү you hd eh 
S wed yk lia Poes bew t 
Sát plc pon be Judged io fuv been 

your left hand (which will be voiced t Tad ا‎ ы 


—— "€ 
EN ám. 
асы 

een AN Md 


8 Way Split 


>Perl mode 
Both Chords and Player are discussed in 
Chords сото ьар e pirate 
>Pert mode 
Player 


>Pert mode 
SElquencer 





>Tempo 


ENGINE 


Choose the Stlquencer mode when you want to play а 
Song or when you want to sioro а Song into a Perform- 
ance, both of which are explained in the StIquencer. 


Appendix. 


You do not have to set the Performance mode to 
“sElquencer” in order to enter the SElquencer program. 


If you are in the Chords, Player, or SEtquencer mode you 
‘can use this parameter to choose any one of the 10 Songs 
for each Performance modo. 


Ifyou are in the Player or SElquencer mode, the Tempo 
parameter will be adjustable for each Song. The Tempo 
range is from 77 to 204 beats per minute. 


If you are in Player or Stlquencer mode, the Sync pa- 
rameter allows you to choose whether the DX will play at 
the internally generated tempo (INT), or follow an 
external MIDI clock for its iempo (EXT). When Sync is 
set o EXT, the external MIDI device (drum machine, 
sequencer etc.) must also provide Star(Stop commands. 
Also, the MIDI Clock out parameter (button 29 ENGINE 
тегиз) will ot function when Sync is set to EXT. 





Please noie that E! does not support MIDI song position 
pointer, or MIDI time code. 


7 


Performance modes 


Special controls for Performance modes 
























gm TURTU 
Foot switch >Select 

(64-67) ENGINE — ~ 
ERE ET Ue 


If you have the Foot Switch(2) set to ENGINE you can use 
it as a Star/Stop swicth in Player and SElquencer modes. 
It can also be used in Normal! and Normal2 modes as 3 
Track selet switch. 

















бек. If you don't have a Foot Switch, you can use the ENGINE 
(132 т button as а SartStop or Track select in the various 
>З Performance modes. 
the ENGINE. 
button 


4 


ENGINE 


How to activate a Performance mode 


e . . 
VOICE MODE SELECT 


[mas [me (sr шт 


























FRACTIONAL/ MICRO TUNE. 
я KEY SET » 


| VOICE 








DX7s 











press a Voice mode button 


to exit the Edit mode 
e 
If you press the PERFORMANCE button, 





the Performance mode that you selected will 
(renronmance) be active (the LED light must be on for 
the Performance mode to be active.) 











NOTE: if you select a stored Performance, all 
data in the ENGINE edit buffer will be reset. 
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Performance modes 


the Tonal Processor 


press bution 28 
repeatedly lo 
cycle thru to 

the Tonal 
Processor 































cale 





You don't have lg. ENGINE’s Tonal Processor is one of the most exciting 
adjust each note Ferormance features of your Equipped DX7I/DX7s 

for the Tonal зе itis atthe heat of E's auto-accompaniment 

for the Tonal modes: Chords and Player. By using this menu, you can 
Processor (0 WOIK program complex chord progressions in various musical 
-do so only ifyou ts Ба playing them isnt complex ifs easy! Once 

you have the Tonal Processor set up exactly as you want 

want to create i all you have todo is press 1 key to trigger 16 Track 

complex chord chords. 


progressions thal doen but complex c 
rai ia fondant bu comple een of 
are ОППСШ 10 play aa agen comple cen 
Ме Processor to its fullen capabilis, Grey Matter suggest 
ep ne e RE T 
Боарне i ee 
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ENGINE 





the bottom 

octave of the 
keyboard player Performance modes. When in these two modes, 

activates the the bonom ocave of the ОХ» keyboard will be the Тота! 


Trigger - pressing a key there will “шт iton.” Every note 
Tonal Processor octave be adjusted with ENGINE’ Tonal 


Processor menu. 


тһе Tonal Processor is active only in the Chords and 


With the Tonal Processor you can selectively take any 
note and re-define itso that the Chords or Player panern 
will play in a different key whenever you trigger that note 
(you can even assign a different pauem for each note!) 


You can pre-program an entire song's chord progressions 
- complete with breaks! And every Track is also velocity 
sensitive for even more control over the dynamics of a 
song! Using the Tonal Processor in the Chords ard 
Player Performance modes gives you both control and 








spontaneity! 
these are some 
possible settings 
for the Tonal 
Processor 

this key plays 

this key plays a an “Ff “in the these two keys 

in the key key of FF play a* DF "іп 

°“б the key of C 
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< 
co 


52 


nce modes 


Use this parameter to adjust each note of ће Tonal 
Processor octave (C1 to C2). Each note can have а 
separate setting for the three other parameters of this 
menu (Key, Scale, Patter). 


You can also set up an alternate tonality for each note. 
The alternate settings are triggered only when that note is 
pressed simultaneously with another note that is beneath 
3 


For example, if you have C alt set to play Patiern 2 with a 
Ое in the C scale, these seuings will not be triggered If 
you press the C2 rote - however, they will be triggered if 
you press C2 along with any other note beneath It (B, Al, 
Arete) 


The Key parameter determines the “accidentals” in the 
current tonal voicing key signature). Use this parameter 
"o determine which notes are sharp (and fat), 


‘The Scale parameter determines the “mode”, or starting 
note, ofthe scale that will play in the KEY chosen. For 
instance, if you have chosen a Key of G, the Scales that 
are available are G.A,8,C,DE and F#. 


А separate Pattern can be set for each note. The number 
‘of Patterns varies per Song and per Performance mode 
(Chords ox Player) - see the Supplemental booklet for a 


transcription of each Pattern 





ENGINE 


»Nole  »Key >Scale  »Pattorn 


D D D 1 





Each note can have an alternate setting that is 
triggered only when you press that note and 
any other note beneath it simultaneously 


>Note  »Key  »Stale Pattern 
Dat Е D 2 








The "D alt" settings here will trigger only if you 
pressa "D' AND any note beneath it (C or C) 
at the same time 


Performance modes 


BIBLIOGRAPHY 


Tonality is a concept that is fundamental to Western music; since 
а basic discussion of tonality would be too lengthy for this user's 
manual, please refer to the following suggested books for more 
information. 


Alan Swai Modern Keyboard Harmony. 
Book I: Basic Chord Construction 
Book Il: Complex Chords in Open Position 
Book Ш: How to Play by Ear 
published by Creative Music 
1249 Waukegan Road 
Glenview, IL 60025 
USA 


Techniques and Materials of Tonal Mi 
by Thomas Benjamin, Michael Horvit, and 
Robert Nelson 
published by Houghton Mifflin Company 
Boston, MA 
USA 


Harmony 

by Walter Piston and Mark DeVoto 

published by W.W. Norton & Co., Inc. 
New York, New York 
USA 
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»Peri mode »Song 
Chords 


ENGINE 


using Chords 





2 са 
»Tempo > 5упс 
09 - - 









‘Chords is an auto-accompaniment mode where you can 
play complex, 16 Track chord voicings in various 
musical styles, called ChordSongs. 


There are 10 ChordSongs, with musical “styles” lite a 
Blues vio, Orchestral strings and horns, or Vocal 
groupings. Each ChordSong is made up of several 16 
Track Patterns that emulate the typical chord voicing of 
бей particular musical style. 


ChordSongs cannot be combined within a Performance, 
but their Patterns can be combined for different effects. 
‘The Tonal Processor can be used to pre-program more 
‘complex chord progressions while the Track Assign menu 
сап selectively turn any of the 16 Tracks on or off. 





See the E! Supplemental booklet for a descrip- 
tion of each ChordSong and a transcription of 
every Pattern, 
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Performance modes 


using Player 
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Player is E!'s other auto-accompaniment mode where 
you can play arpeggios, ostinato patterns, and complex 
туйт by pressing 1 key! 


There are 10 PlayerSongs, which can be thought of as 
different musical “styles” (like Funk, Ballad, or Now Age.) 
Each PlayerSong is made up of several 16 Track Patterns, 
providing alternative versions of the same “style.” 
PlayerSongs cannot be combined within 2 Performance, 
but their Patterns can be combined for almost unlimited 
variation, making Player an extremely versatile tool in 
Just about every performance/recording situation. 





By using the Tonal Processor you can pre program chord 
progressions and Pattern breaks - you can even use the 
Track Assign menu to selectively turn any of the 16 
Tracks on or of. 


See the E! Supplemental booklet for a descrip- 
tion of each PlayerSong and a transcription of 
every Patten. 


Storing Performances ENGINE 





ing Performances 





The ability to store all of the ENGINE parameters into a 
Performance that can be recalled at any time is one of. 
the most exciting features of your Elquipped DX. Its all 
programmable - the 16 Track patch maps, the Octal 
mode, every Performance mode, and even the tempo of а 
Song can be siored into a single Performance. All you 
have to do is select a Performance number and E! will 
instantly set up ENGINE exactly as you had stored it (plus 
all ofthe other parameters that made up an original 
Yamaha Performance - i.e, lider assignments, PAN 
settings, etc.) 


Internally, E! can store up to 128 Performances (organ- 
ized into 4 banks of 32) Please note that for a Perform. 
ance to be recalled correctly, all ol its component parts 
must be intact (іе, have you erased any SElquencer 
‘Songs or Pattems? is your MIDI set-up the same 25 it was 
‘when you stored the Performance’, etc. To help you 
organize, feel free to make photocopies of the four 
Performance charts in the Supplemental booklet. 


Just follow the diagrams on the next page to store a Per- 





formance: 
e 

enter an active Performance 

state by pressing the 

PERFORMANCE button 

(the LED light must be on) 
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Storing Performances 





[Performance | 
E! Bank 3 E3-32 New Performance 








amo D) 


use the data entry buttons to 
(тт select the E! memory bank 























(sm 








Performance NONE — 
E! Bank3 Store data to memory? 


press and hold the STORE button 
(Internal memory protect should be off) 


press the number of the location (1-32) where you want 




















** Completed! 


this Performance stored 


while still holding the STORE button down, 
press YES and your 
Performance will be stored 






ENGINE 


‘See the Supplemental booklet for some 
examples using the Performance modes and for 
the helpful Performance charts 
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$SEHquencer 


SE!quencer 





It's not just a sequencer, it's SE!quencer 
Elquipped DX7I/DX7s really has а buil 
track MIDI recorder! Now you can record 
entire 16 track Songs right from your keyboard. 
If this is your first keyboard, SElquencer is a 
fantastic way to get the most out of it - using 
the Octal mode, you can record up to 8 exciting 
tracks for every Song. If you've already got 
other MIDI equipment, you can playback 
SE!quencer's 16 tracks on any MIDI channel. 
And for those who may already have a dedi- 
cated sequencer, you can use your new 
SE!quencer to quickly write demos, or to work 
on ideas while you're on the road. You can use 
$Е!диепсег at home, on stage, in the studio - 
anywhere. And it's so easy to use! Just follow 
the diagrams in the next four chapters and 
you'll be recording in minutes: 
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SE quencer 


How to enter SE!quencer 


press 


CHD 








UTILITY 
TUNE 














press button 14 
until screen 
reads 






LOAD PROGRAM »Voyeur >SE!quencer >12 tone 


select SElquencer and 





press YES — 
Guon 2) 














SElquencer 1.12 


AsRecord 2=Play 3=Edit 4sUtil NO-Exit 





"Help" screens 
display possible 
choices 
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SEquencer 





Using SE!quencer on the DX7s 


Due to the smaller LCD screen on the DX7s, viewing all 
‘of Stluencer's "Help" messages at the same time is not 
possible. In order to see all of your choices, press the 
STORE button repeatedly, like in the example: 





px р жон 





DX7s screen 















































SElquencer 1.12 
1=Record 
press 
ume — | [SElauencer 1.12 
Mw. |ы» 
press again 
(то. 5 SElquenter 1.12 
3Edi 
press again 
— SElquenter 1.12 
J деиш 
press again 
(ттк. ОСУ |SElquencer 1.12 
=) | NO=Exit 
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FRACTIONAL/ MICRO TUNE 


я KEY SET > 


CI CLD Key Set оп the DX7II FD/D 














FRACTIONAL/ MICRO TUNE. 
a KEY SET 


























MR NI 
(voce D (асат 7) Key Set on the DX7s 


SE!quencer and ENGINE settings 


Your ENGINE settings are an important part of 
‘SElquencer -what you record in SEIquencer as Tracks 1 
thru 16 will be played by whatever instruments (DX or 
MIDI) the ENGINE Destinations are currently set at. All 
of ENGIND's parameters for Track Assign (Tranpose, 
Paich number, and Velocity Curve/Level), and the DX 
Voice menus (Note Shit, Volumes, Polyphony, etc.) are 
active when you are in the SEtquencer program. in this 
way, you can change the Destination of a Track and all 
other parameters even after you've recorded it. See the 
‘SElquencer appendix for more information on changing. 
ENGINE settings while in the SElquencer program. 





Ao, please note that only 1 DX Voice mode (Single, 
Dual, Split, or Octal) can be active for each Patem or 
Song, If you record a Pattern in Single, Dual, or Split 
voice mode, you will not be able to record onto another 
Track with a diferent DX Voice unless you change the 
Voice mode о Octal 
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Record 


ord mode 


Recording with SE!quencer is a very quick and 
easy process. The basic building block of 
every SE!quence is the Pattern, which can have 
up to 16 Tracks. These Patterns are then used 
to make а Song. Songs are created using 
SE!quencer's unique Song Record mode that 
lets you combine any number of Patterns in 
real-time. Both Songs and Patterns can be 
stored internally for instant recall whenever you 
use your DX7IVDX7s. It's really that simple! 
The next few pages show you how: 

















press button 1 
to enter the 
Record mode 


SEquencer 


Recording a Pattern 





press button 2 
to record a 
Paitern 


Record Modi ] 
ing 2-Patlem. ро NOsEx 














press NO to exit 


The Pattern is the basic building block of SElquencer. 
Iniernally, SElquoncer can store up to 32 different 
Patterns at once. The Pattern numbers correspond to the 
32 patch select butions on your DX (Pattern 1= button 1, 
Pattern 2 button 2, eic.) 


‘A ater can have up to 16 separate Tracks, each of 
which can play up to 16 notes at a time. Each Track can 
be played by any of the 16 MIDI channels or by the € 

— DX voices in the Octal mode all information. 
concerning Track destination, DX volumes, Velocky 
Processing etc. are determined by your ENGINE settings. 
{See the discussion, "Using the Track Asigr/Voice mode 
menus" in бе Stiquencer appendix) 


A Patiern can be from 1 to 64 bars long, and can be set io 
most any time signature you need when you initialize it. 
(see the next page.) Patterns can also be copied using the 
Patem Copy Utility (see the Utility mode chapter.) 


To record a Pattern, just follow the examples on the next 
few pages: 


Record 


Initializing a Pattern 


The fist thing you need to do when recording а Pattern is 
to initialize it with the exact timing and for the length that 
that you desire (if you've already initialized the Pattern, 

jus press NO lo continue on to the Record Pattern menu.) 


When you initialize a Pattern, you are really erasing all of 
the Tracks in that Panem and placing a metronome based 
оп the timing you set into а special Track known as a 
"click wack” Although independent of the other ENGINE 
Tracks, the ‘click track” uses the Track 16 Destination for 
its sound (so make sure that Track 16 has an active 
Destination) 










INIT Pattern xx? Sign-yy/y # Bars 
lyn] KS-Time Sign <>=BARS 1-32-Patlern 





press YES to press buttons 1-32 to 
continue initializ- select Pattern 
ing Pattern Se the Key Set 
buttons to 
adjust the time use the Cursor 
Bess NO short signature buttons lo set 
Initialize and the number of 
continue on to bars 
Record Pattern 


+ Use the Cursor butions to set the length of the Pattern 
(a Patiern can be from 1 to 64 bars long.) 


* Use the Key Sot buttons to sot the Paitem’s time 


signature (you can have 1 to 16 beals per measure; the 
beats can be 1/2, 1/4, 1/8, and 1/16 notos) 
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$Equencer 


You can also seta lead-in that will play the "click track" 
for up to 8 beats before recording each Track of the 
Pattern. 


Slider=Beats No=Exit 





press NO to abort 


ise thi си апу sur the Pattern Initialize 


to adjust the number of 
beats 


+ Use the data entry slider to set the number of beats for 
each Patter's lead-in (the lead-in can have from 0 to 8 
beati) 


See the SElquencer appendix for more 
information on a Palter's "click track." 
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Record 


Recording a Pattern 


"Per the Pattern status display 





[уп] 1-32=Pattern KS=Track 












































press YES to press the Key Set 
begin recording ы buttons to select 
(press NO о екй) Press buttons 132 Track 
Pattern 
use the data entry 
slider to set the 
с tempo 
Track xx: Pattern хх: Tempo xx 
Т06: P21: 1110 Ц 
read as "Track 6 of Pattern 21 at a 
Tempo of 110 beats per minute.” 


Tho Pattern status display shows you everything you need 
to know while recording a Pattern. Just follow the 
diagram to select the Track number (1 thru 16) and the. 
Pattern number (1 thru 32). Use the data entry slider to 
change the tempo (from 77 to 204 beats per minute) 


‘See the SE!quencer appendix for information about 
adjusting the ENGINE Track Assign/Voice mode menus. 






SElquencer 


press YES to When you press YES, SElquencer will play the "lead-in" 
begin recording that you set before staring to record the Track. 
* No notes played on the keyboard are recorded during 
the lead-in. if you have à MIDI drum machine sync'd to 
the DX Clock out, SElquencer will automatically send ita 
start command to fill the lead-in. (see "MIDI Out syne" in 
the SEiquence appendix) 


Record Pattern ТосРотТхх j 
NO=Stop = = 




















To record notes in SEIquencer, simply play whatever you 
wart on the DX keyboard. SElquencer will remember 
everything you do, including velocity and controller 
information (pitch bend, after touch, etc.) 







press button 1 to 
preview the new 
Track 
Keep this track? 1=Preview 
[yn] 2-Quantize 3-Erase Lead 4-Strip controllers 
Dress YES to Dress button 3 to 
‘keep Track erase the lead-in 
(press NO to exit) beats press button 4 to 
ress button 2 to strip controller 
ae the new data from the 
Track Track 


‘See the next page for an explanation of this menu. 
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Record 





Preview Track 


After you record each Track, SE'quencer will let you 
preview it by pressing button 1. What you will hear is 
the newly recorded Track only, not every Track in the 
Равот, If you answer YES, your Track will be compiled 
with the Pattern and SElquencer will automatically 
advance you io the next Track for recording (f you 
answer NO, SE!quencer will return you to the Record 
Track menu.) Repeat this process for recording every 
Trackof the Pattern. 





Quantize Track 


Quaniize Track lets you correct the timing of a recorded 
‘Track by moving all notes to the nearest beat. However, 
unlike most other sequencers that will cut some notes off 
after quantization, SElquencer's Quantize Track will not 
affect the duration of any notes. You can adjust the note 
resolution with the data entry slider (from 1/4 note to 1/32 
note.) Stlquencer will let you preview the quantized 
Track before compiling it into the Pattern. 


For example, if you want all notes on a Track to be exact 
1/4 notes but some of the notes aren't quite “on beat”, 
you can use Quantize Track to move all ofthe notes to an 
‘exact 1/4 note beat. 


Track before 
Quantize = Ф + 
Track after. 
Quantize = 


(1/4 note. 
resolution) 




































л 


SE двепсег 








press YES to quantize 
selected Track 
(press NO to exit) 














the data entry slider adjusts the Note 
resolution (from 1/4 note to 1/32 note) 
Notes followed by a "T indicate note triplets 
(ПАТ 1/4 note triplets) | ШЖ 
































Erase lead-in 


If you select the Erase Lead. in parameter, the lead-in that 
you set for this Pattern will bo erased when you compile 
the Равот, Please note that once a lead-in hae been 
erased it cannot be recovered. Also, please note that this 
does not affect the Patiern's "click track" in any way. 





Strip Controllers 


Strip Contollers will svip all controller data from the 
selected Track when you compile the Patter. Controller 
data includes: pitch bend, modulation, ater touch, 
sustain, portamento, and breath control information. 
When controller data has been stripped from the Track, 
only key on/off commands (ihe actual recorded notes) 
and velocity information will be let 


See Memory limits of SEIquencer" in the SElquencer ap: 


pendix for more information about using controllers when 
recording а Pattern. 


n 
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Record 


Recording Pattern Tempo 


Record Tempo R«2 
lyn] Ofsetes20 Slidereotset 1,2, 
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press button 3 
to Record 
Pattern Tempo 












Record Mode 
1eSong 2=Раћет 3-Тетро NO=Exit 





Record Tempo? Тхх:Рхх:Тххх E : 
[yn] 1-32-Pattern Set slider first! 





“TPT: the Pattern status display 














press YES to press buttons 
continue 1-82 to select 
(press NO to exit) Pattern 


You can use the Record Patiern Tempo menu to record an. 
обе value for the tempo of any Pattern. The advantage 
of recording an offset value rather than a specific tempo is 
that any tempo changes you make in this menu will be 
relative о the actual tempo that the Pattern is currently 
playing at. 


The "help" screen tells you to Sat slider first! - meaning, 
that you should put the data entry sider in the middle of 
its range to avoid any abrupt changes in tempo when you 
begin to move the slider. 



































buttons 1,2, and 3 will let you select 

the Range of the Tempo offset: 

1-Narrow (+3 to 4) 

use the data entry 2=Medium (+15 to -16) 

slider to record the 3=Wide (+63 10 -64) 
Pattern Tempo 
offset 


‘Any changes that you make to the tempo (using the data 
'ertry slider) will be recorded along with the Райет. You 
сап set a static offset value (one that doesn't change) or. 
you can move the slider up and down while you are 
recording and change the offset live! 


When you record a tempo offset for a Patern, that Pattern 
will become a Tempo Key - any Pattern playing afier the 
Tempo Key will be also be offset with the value that was 
recorded at the very end of the Tempo Key. The overall 
tempo of the following Patterns will remain that way until 
you play another Tempo Key, which will reset the offsct 
tempo to а new value. 


If you want to revert a Pattern back to its original tempo, 
there is а Tempo Initialize menu in the Pattern Utilities 
that will remove all recorded tempo data and retum it to 
its original state. 


Record 


Recording a Song 


Ee eue уыз | 








Record Mode 
1=Song 2=Pattern 3-Tempoii NO-Exit 




















press button 1 
to record a 
Song 


n 
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press NO to exit. 


Recording a Song with SE!quencer is even simpler than 
recording a Pattern - all you really do is play various 
Patterns in real-time while SE!quencer automatically 
records them together as а Song. Internally, SEtquencer 
can store up to 10 different Songs at one time. Tho Song 
numbers correspond to the first 10 patch select buttons 
(Song 1= button 1, Song 2= button 2, ... Song 10= 
buton 10 


Any number of the 32 Patierns can be combined to make 
а Song. A Patten can also be repeated consecutively 
within a Song. 


While the length of a Pattern is measured in bars, a Song's 
length is measured in stops. Each Pattern change within 
а Song is equal to 1 step. (Repeats of the same Pattern are 
a little diferent: up to 7 consecutive repeats of the same 
Pattern are considered to be | step. Any more consecu: 
tive repeats than 7 will simply advance the Song another 
Чер.) A Song can have a total of 256 steps. 


Jus follow the diagrams to record а Song: 





$E quencer 








press YES to press buttons 1-10 
continue to choose 
(press NO to exit) Song 


Co 


Song xx: Step ххх: Pattern xx: Repeats x 
509: $107: P24: R2 


read as “Song 9 has two repeats of 
Pattern 24 at step 107." 


The Song status display shows you everything you need 
1o know while you are recording a Song. Only be sorg 
and Pat numbers can be aded stp alue ad 
We number of Patern герен chang oral e ot you 
record. follow tha diagrams aec in Song number 
(Tt 10 nd ha Раат numbers (ttre 33 


press YES to 
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Record 


Enter first PATTERN Sxx:Sxxx:Pxx:RX 
YES -Start 1-32=Pattern NO=Exit 










press YES to press buttons 
begin recording 1-32 to select. 
Song Pattern 














Record Song юсбхксРксАх уу is m 
1-32=Pattern NO=Stop 


press buttons 
1-32 to choose 
next Pattern 
As SElquencer is recording the first Pattern of the Song, 
you can choose the next Pattern to be recorded by simply 
pressing he Pattem number bution. If you want a Pattern 
io be repealed э number of times, just do nothing and the 
“SSPR” display will show you the number of repeats (afier 
7 consecutive repeats, the step number will advance ard 

the repeat number will start again at 0) 


If you want your Song to have a lead-in, you must start 
with a Patter that stil has its lead-in beats intact. 





Press NO at any time to stop recording the Song. 
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Use the Song chart in the. 
Supplemental booklet as an aid in organizing 
your Songs and Patterns 


7 








SElquencer 1.12 











(2 34) 











press button 2 
lo enter the 
Play mode 


п 





mode 


Опсе you have a Pattern or Song recorded, you 
can play them back at any time while you are in 
SElquencer. You can even play groups of 
Patterns together for any length of time without 
а break or delay between them, making 
SE!quencer even more versatile during a live 
performance. 

The diagrams will show you how: 





it 4-Util NO: 





j=Exit 


























use the data елігу slider to 
adjust tempo when in the 


Play mode | ¥ 























SEquencer 


Playing a Pattern 


Playback Mode 
4eSong 2=Pattem NO-Exit 



























EEE it 
G ® press NO to exit 
press button 2 
to playa 
Pattern 
Play Pattern x? 
lyn] 1-32=Pattern 
press YES to press buttons 
begin playing 1-32 to select 
(press NO to exit) Pattern 


When you play a Patter, the "click track" will be played 
along with whatever you recorded. However, once you 
no longer need the "click rack" for timing you can mute 
it by using one of the special Play mode control buttons 
(discussed at the end of this chapter.) The lead-in will 
not be muted, and can only be removed by using the 
“Erase lead-in" parameter after recording a Track. 
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Play SEHquencer 


лы EET] 
Playing a Song 


Playback Mode 








press the Key 
Set buttons to press buttons, 
select Track 1-32 to select 


next Pattern a € press NO to exit 


Inthe Play mode, a Pattern continuously loops itself until press button 1 
you press NO to stop, or until you select another Pattern lo play a Song 
The LCD screen will display the пех selected Pattern. 

You can play any of the 32 Pattems, in any order, for any 

amountof time. 

















Play Song xx? 5кс510 





lyn] 1-10-Song 
press YES to press buttons 
begin playing 1-10 to select 
(press NO to exit) Song 
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"SSPR": the Song status display 


Play SixSrxcPocfx 
NO=Stop 








press NO to 
stop playing 





Unlike a Pattern, a Song will rot loop itself, The LCD 
screen displays the “SSPR” of the current Song you are 
playing. 


Please rote that for a Song o be played back correctly, 
the Patterns that were used to create it must not have 
been altered by mistake and they must also be in 
SEtquencer’s memory. Photocopy the Song chart in the 
Supplemental booklet and use it o organize your Songs. 


SEquencer 


Special Play mode controls 


these features are also active in the Record mode 


o 


PLAY 

















(eae) 





The PERFORMANCE button can be used to 
mute the ‘click track" 


When you are playing a Pattern, this button will 
mute all Tracks except the one that is currently 
showing on the TPT’ display (the LCD screen 
will read **Solo**) Use the Key Set buttons to 
change the Solo Track. 


For more information, see ‘Live performance 
with SE!quencer"in the SE!quencerappendix 
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Edit 





mode 


Patterns and Songs can be modified in part or 
even created in whole in the Edit mode. The Edit 
mode is like the Record mode in that notes that. 
you play on the keyboard are recorded for later 
playback. However, SE!quencer's “clock” does 
not move forward by itself to progress you 
through the Pattern or Song while recording. In 
this mode, you advance the clock manually for 
extremely accurate placement of notes in a 
Pattern or to inser/delete steps within a Song. 
The next few pages show you how: 

















press bution 3 
to enter the 
Edit mode 
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Editing a Pattern 


Edit Mode 
[1-Song 2=Pattern NO=Exit - 


(a в 


press button 2 
to edita 
Pattern 


























Edit Pattern mode. . . 1=Event Edit 





2-Step Record NO=exit 





press button 2 press button 1 to edit 
to Step record single events within a 
à Pattern Pattern 


With the two Edit Pattem modes you can slowly advance. 
Stiquencer through a Pattern, making it easy о record 
parts that might be extremely precise (even impossible for 
you lo play at full speed), or to selectively pick out 
individual notes and edit specific information. 
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Edit 


Event editing a Track 


“TPT: the Pattern status display 


Edit Event? ToxPucTox —— 
[уп] KS=Track 1-32=Pattern 





press YES to press buttons 
continue press the Key 1-32to select 
Set buttons to Pattern 

select Track 





Track of 
advance you thru each event and then press button 1 to 
actually edit a specific type of data (Key orvoffs and 
Controllers) 


ALL values are 
Hexidecimal 


Edit Event Times xxx KEY XXX 
1-Data 2-Del KS-Event YES-Keep NO=Exit 





press button 1 press the 
to edit the Key Set buttons 
current event to move thru 
(KEY or CONT) press button 2 the list of 
to delete the ‘events 

current event 


SElquencer 


Editing a KEY event 4 lot you adjust specife types 


of data 


KEY xocucox T-Note 2-Vel 3-Dure 4-Du 
Slider=key NO=Exit 


coarse fine 
(Duration) 





Editing a CONTroller event 
buttons 1 and 2 let you adjust specific types of 
dala 





CONT xx:xx 1=Cont 2-Value 


Slider=Cont NO=Exit 





AT-After touch 
MC-MIDI controller 
MW=Mod whee! 
BC=Breath controller 
FI-Foot controller 
PT-Portamento time 
DS=Data slider 
MV-MIDI volume 
Ct-C51 

C2-682 

Fi-FCT 

SP-Sustain podal 
РР=Ропатето pedal 
 KH-Key hold 

 SF- Soft pedal 
FS-FS2 

PB-Piich bend 
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Edit 


Step Recording a Pattern 









“TPT: the Pattern status display 
‘Step Record? TocPnxTxxx سڪ‎ 
Туп] KSeTratk 1-32=Pattem 
press YES to press the Ke press buttons 
continue шовын 1-32 to select 
select Track Pattern 
(CT) те Edit Pattern Time display 














лер lecord. Time=xxaxax Nole«t/oi — 
з f, 
=Сіоск &=Step Slider=Note NO=Exit 





Veng e» 
button 8 advances ^ уоп advances 
the clock by one the clock by ‘note’ 
"tick increments 








the data entry slider adjusts the Note 
increment value (from 1/4 note to 1/32 note) 
Notes followed by a "T" indicate note triplets 
(/4T= 1/4 note triplets) 









































$Equencer 


Tee next 
z^ 
ы эш ә 


The Edit Pater Time display shows you exactly where 
you are within the Pattern when you Step Record. 
Pressing the Key Set buttons will advance you to any 
point in the Pattem where you can record a note with 
amazing precision. 








a Pressing tho LEFT Key Set button will advance 
SElquencer by one “tick” of the clock. A “tick” of the 
clock isthe smallest timing measure in SE!quencer 
(exactly 1/24 of a quarter note.) 





e Pressing the RIGHT Key Set button will advance 
SEIquencer by а "note", For example, if SE'quencer is set 
for 1/4 note increments (using the data entry slider), 
pressing the RIGHT Key Set bution will advance the 
Pattern by 1/4 noie. 





Аз you advance through the Patiern, notes that are played 
on the keyboard will be recorded into the Pattern at the 
time indicated on the screen. For example, assume you 
have a Pattern in 4/4 time. If you wart to record a legato 
1/4 note on the second beat of the first bar, you simply 
advance the clock until TIME=0:02:01 At this point, just 
play the desired note and hold it down while advancing 
the clock until TIMEs01:08:01 Release the key and it's 
done. 


NOTE 1: when you Step Record a Track, ALL 
previously recorded notes on that Track 
will be erased. 


NOTE 2: SElquencer wil not record any 
controller data while in 
Step Record mode. 
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press buttons 
Editing a Song © ЗЗА 5000 spt select 
Pattern 





press YES to 








А Kesfe 
adjust the "buttons 8 and 4 will insert 
—— 4 a or delete at the current 
" step пит! 
press button 1 1o adjust ihe o unibet: 
to edit a Song step number 
Aer you've recorded a Song, you can make minor 
ratione ю in ths Edt Song mode (you can even use 
Edi Song create a new Song fom scraten) КЪ 
important remember hat Stiquencer wil ot “lay” 
V you or eng a Song. instead, youl simply 
Took te Pats and stops that make up Song and 
adjust them one sep at a ime. Song xx: Step xxx: Pattern xx: Repeats xx 


The familiar “SSPR” display shows you exacily where you 
are within а Song. With Edit Song, you can quickly 
change the Pattern number at any step, or inservidelete a 

. В step within the Song. Follow the diagram to choose the 

"SSPR": the Song staus display step number, the Pattern number, and the number of 
repeats. 





+ Pressing the LEFT Key Set button will insert a new step 
at the current step position. АЙ later steps will be 
“pushed back’ to make room for this new step. 


Edit Song? Sxx:Sxxx:Pxoc Rx 
[yn] 1-10-Song 
EEE 









ПЕШЕНЕ * Pressing the RIGHT Key Set button will delete the. 


current step. All laler steps will be “moved ahead” to fill 


press YES to edit press buttons the place lt by the deleted step. 
Song 1-10to select 
(press NO to exit) Song 


ELITELE 











SE!quencer’s fina! mode is the Utility mode, 
where you will find utilities for erasing Songs, 
initializing or copying Patterns, and modifying 

Tracks by quantizing note, stripping 
controller data from them, or copying them 
with an offset value. 

















press button 4 
to enter the 
Utility mode 


SEquencer 


Util Mode 
1eSong 2-Patlem 3eTrack 4-Global NO»! 
EEUU PE 










press button 1 
to select the 
Song Utilities 








Song Util Mode > > 
press button 1 
to select eth Song inte Luly wil eme e недей Son, 
utiity 





Init Song xx? 
lyn] 1-10=Song 








ress YES to press buttons 1-10 to 
erase Song select Song 
(press NO to exit) 


Utility 


Pattern Ш S 


a 
Util Mode 








1=Song 2-Pattern 3=Тгаск 4-Global NO-Exit. 





press button 2 to select 
Pattern Utilities 


Pattern Initialize 









1elnit 2=Сору 3=Tempo Init NO=Exit 


press button 1 


to Select One ofthe Pattem Utilities is Pattem Initialize, which is 
Pattern Initialize fe discussed in the Record Pater chapter 


Pattern Copy 


Pattern Util Mode 





press button 2 to select 
Pattern Copy 


Sequencer 












Copy Pattern xx? 
lyn] 1-32-Pattorn 








press YES to press butions 1-32 to 


onthe select Pattern o 
(press NO to ей) 


press buttons 1-32 to 
pied Behe select Pattern y" 
(press NO to exit) 
Tempo Initialize 






Pattern Util Mode 
‘1sInit 2-Copy 3=Tempo Init NO=Exit 








press button 3 


to select Another Ракет Laity is Tempo Initialize, which wll 
Tempo Initialize remove any recorded tempo ofhet values. 
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Utility 


тт Um Sse 
_1=Song 2=Pattern 3=Track 4=Global NO=Exit 





press button 3 
to select the 
Track Utilities 


Track Inititialize 


Track Util Mode 1«lnit 2=Quantize 
3=Strip Controllers 4=Copy NO=Exit 








press button 1 
to select Track 
Initialize 


"ТРТ: the Pattern status display 









Init Track? Tx:Pxx: Tox 
lyn] KS=Track 1-32=Pattern 












ress I press buttons 

press the Key Set 1-32 to select 

ame buttons to select Pattern 
Track 


SEquencer 


Quantize Track 


Track Util Mode 1=Init 2=Quantize 
3«Strip Controllers 4=Copy NO-Exit 
press button 2 
to select Не Quantize Tracks fully explained in the Record Pattern 


Quantize Track erte. 
Utility. 





Strip Controllers 


Track Util Mode 1-Init 2=Quantize 
3Strip Controllers 4=Copy NO=Exit 


press button O ws ОО 
select the Sirip The Stip Conrolles Uity is fully explained in 
Controllers Record Pattern chapter. 


Utility 
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Utility 


Track Copy 


Track Util Mode t=Init 2=Quantize 
3-Strip Controllers 4«Copy NO=Exit 
press button 4 
to select the 
Track Copy 
Utility 
The Track Copy Utility will let you copy any Track of the 
Pattern that you have just been recording or playing back. 


You can even offset the new track so that it precedes ог 
follows the original track. 





Copy Trackxx? —— — 
[уп] KS-Track 


press YES to Р!е5% the Key Set buttons 





continue to select Track ‘xx’ 


(press NO to exit) 


SEquencer 


Copy Track xx to Track yy? 
] KS-Track Offset - 
use the data entry 


press YES to 5 ^ 
slider to adjust the 
уте. Clock Offset | 





(press NO to exit) 


press the Key Set 
buttons {0 select. 


Track yy" — 




















When you offset the new Track, you are really moving it 
toa slightly diferent time in the Pattern - before or after 
the original Track. In this way, you can use the Track 
Сору Ойу to create special effects like a "pre-echo", or 
a subile delay, or even a canon that is exactly in time 
Wih the Pattern. 


The Clock Offest range is from 64 Clocks before ihe. 
original Track (64), to 63 clocks after the original Track 
(453). Each clock is equal lo 1/24 of a quarter note (24 
clocks=1/4 note, 12 clocks=1/8 note, 6 clocks=1/16 note, 
3 clocks=1/32 note) 


‘An Offset value of 00 will put the new Track at the same 
time as the original Track. 


Utility 


Global Utilities 


| Util Mode 








1=Song 2-Pattern 3-Tratk 4=Global NO=Exit 


press button 4 
to select the 
Global Utilities 


There is only one Global Utility -the Global Initialize, 
which will erase ALL Patterns and Songs currently in 
SElquencer. SElquencer will wam you before actually 
erasing the data. 








press button 1 
toerase ALL 
SE!quencer data 
(press NO to exit) 


SElquencer 


Now that you ve read all about SE!quencer's 
four modes - Record, Play, Edit, and the Utilities 
-you should read the SElquencer appendix for 
more information on special topics like storing 
Patterns and Songs to disk, playing along with 
ЅЕ!диепсег live, and MIDI sync with other 
‘sequencers and drum machines. 
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guencer appendix 


Adjusting ENGINE menus 


‘Adjusting the ENGINE menus - such as Track Assign, 
Voice Mode, DX Volumes, and all others discussed in the 
ENGINE chapters - can be done at any time without 
having to exit the SElquencer program. Simply press the 
EDIT buton and the main ENGINE menu, Track Assign, 
will appear. From here you can go to any ENGINE menu 
and change the settings. To return to SElquencer, just 
press the EDIT button again and you're back where you 
этот. 





Please note that you will not be able to change the 











[| Ferformance Mode menu or siore/aciivate Performances 
EDIT when you adjust ENGINE stings vh sill in 
SElquancor 
press EDIT to 
adjust the 


ENGINE menus 





>Transpose >Patch >Curve >Lev 


MIDI 06 +12 51 Р051 06 











= 
(m ) 
press EDIT. 


again toretum 
to SE!quencer 
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Storing Songs into Performances 


You can store the location of any one of the 10 
Stlquencer Songs into any one of the 128 Performances. 
This means that every time you select a Performance with 
э Song in it, E! wil automaticaly call up the Song along 
with the rest of the ENGINE setings. 


To store a SElquencer Song as part of э Performance, just 
go b the ENGINE Performance mode menu and select 
the SE!quencer mode. Then select which of he 10 Songs 
you want and set the Tempo ard Sync. Now follow the 
procedure that is described in the Storing Performances 
chapter of ENGINE. 


>Perfmode »Song >Тетро >Sync 
SElquencer 07 190 — INT 

















Live performance with SE!quencer 


There are two methods of playing SE!quencer Songs and 
Patterns ina live performance situation: within the 
SElquencer program, or in the 128 programmable 
Performances (Songs only.) 


* Playing within the SE!quencer program 
As you know, you can play any one of the 32 Patterns or 
10 Songs while in the Play mode of the SEtquencer 
program. This allows for almost limitless combinations of 
Patterns or Songs for any length of ime (see the Play 
mode chapter for more information) ifthe Foot Switch 
@) is set to ENGINE mode, pressing it will stristop the 
Pattern or Song. Also, you can play along with 
StIquencer - all notes played live on the DX keyboard 
willbe voiced by the Track ! Destinaton, 
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the ENGINE 
button 





o 
PLAY 














* Playing a Song stored in a Performance 
I you select a Performance with а SEiquencer Song stored 
in it, E! will send out a 16 Track Patch Map to set up both 
your DX Voices and MIDI voices (according to the 
ENGINE settings that you stored) and then call up the 
Song from Stlquencer. There are two ways to start/stop 
the Song: either press he ENGINE button, or press the 
foot SwitchQ) i it is set to ENGINE mode, 


You can also play along with the Song - all notes played 
оп the DX keyboard live will be voiced by the Track 1 
Destination, 


The "click track" 


‘SEtquencer’s “click track" is used to provide timing when 
you record a Pattern. A different timing can be set for 
‘each Pattern when you initialize it - Stlquencer automati- 
cally records a special "lick track” that is independent of 
the other 16 Tracks. However, the sound of the "сс 
track is taken from the Track 16 Destination. When you 
record a Pattern, the "click" will sound ONLY if you have 
an active Destination set for Track 16, and if the Destina- 
tion itself can sound (ie. check volume levels, polyphony 
settings, etc.) 





When you play back a Song or Pauer in the StIquencer. 
program, you can mute the "click track” by pressing the 
PERFORMANCE button (pressing the PERFORMANCE 
button again will bring the "click track" back) The LED 
light will still lash as a tempo indicator. The lead-in can 
be removed from a Patiern any time after you record a 
Track - once the lead-in is removed it cannot recalled 
unless you reinitialize the Pattern. 





When you play a Song in the Performance mode, the 
"dick track" will not sound, but the LED light will flash as 
a tempo indicator. 


SElquencer 


MIDI In/Out sync 





* MIDI In sync 

To sync Selquencer to an external MIDI instrument that 
transmits а MIDI clock (such as a drum machine or 
“another sequencer), set the Sync parameter on the 
ENGINE Performance mode menu to “EXT.” SElquencer 
will then depend on an extemal instrument for timing and 
запор commands. 


* MIDI Out sync 
In oder for Stlquencer о syne to ап external MIDI 
instrument that accepts MIDI clock data, you must set the 
Syne parameter on the ENGINE Performance mode menu 
to “INT” and the ENGINE Clock Out parameter must also 
be tumed ON. Now when you star 1o record or play in 
Stiquencer, E! will vansmá MIDI clock daa for timing 
and lo sarístop your external instrument. 


Memory limits in SE!quencer 





Information that is recorded into SEIquencee is stored in 
terms of events. An event is everything from a key on/key 
off command, to velocity, after touch, and pitch bend. 
data. The maximum number of events that SElquencer 
сап store in internal memory is 22,000 (storing to disk is 
discussed on the next page.) Although this is quite a sub- 
stantial amount, there may come a time when you simply 
run out (the LCD screen will alert you to this by display 
ing "Problem .. . RAM full!) 





One piece of advice on conserving memory is to limit the 
tse of controllers when recording - controller data is 
notorious for using up events in large quantities (you can 
also use the Strip Controllers Utility to strip away any 
Controller data per Track) However, don’t abandon the 
use of controllers just to save memory; that would be 
boring 
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Storing Songs and Patterns to disk 


On the DX7IIFD 


Ifyou are an owner of 3 DX7IIFD, you can use the dide 
drive to increase SElquencer's internal memory limit lo 
220000 events - that's 22,000 events per Song!!! You 
‘can store up to 10 Songs por disk, each Song using up to 
32 separate Patterns; by using just a few disks you'll be 
able to store hours of Stiquencer Songs. 








To store a Song and its component Patterns to the internal 
disk drive, you must exit the SEIquencer program and go 
to the DISK menus under button 16. If your disk has been 
formatied already, press button 16 until the screen says 
Disk SE! 


Disk SE! >Dir »Save >Load >Del >Rename 








(1) Under the Directory, choose from File 1 to File 10- 
these File numbers correspond to Song numbers 
(File 1=Song 1, File 2=Song 2, etc.) 





, (2) Name EVERY File that is holding a Song x" - any other 
WARNING: same than ул will make й impossibie to retrieve the 


loading а Song song. 
from disk will 
‘erase ALL Press YES and your Song and the Patterns used to 
make it will be stored under the corresponding File 
Other number. Now, when you select that SEtquencer Song 


SElquencer number in the Performance mode, E! will call up its 
data currently Ре number from the disk and load t into memory. 


in the system 
(all Songs and 
Patterns) 
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SEquencer 





On the DX7IID and DX7s 


Songs and Patterns can be transmitted to a computer or 
another Elquipped DXTIVDX7s over MIDI by using the 
special Transmit SE! menu under the MIDI 2 menus 
button 32.) When you transmit SElquencer data, you 
will be sending the entire state of SElquencer - all 10 
Songs and 32 Patterns, with a total of 22,000 events per 
grouping, Please note that downloading SE!quencer data 
‘over MIDI is a slow process - expect it to take at least 1 
minute. 


Transferring data into SE!quencer 


Step 1: Prepare the external sequencer to play 

in order for SElquencer to accurately record your Tracks, you should make sure 

that the following conditions are шше: 
IAI The sequencer's MIDI Clock out should be “ON” - 
this allows SElquencer о accurately record timing data. 
18] All other types of timing data should be “OFF” - this 
includes Song position pointer, MIDI time code, etc. 
[Cl Set the tempo contol to “SLOW” While normally 
not needed, this step insures that the DX can accurately 
process all incoming data. 

Step 2: Prepare SElquencer to Record 
1А] Choose a Patter number to record and initialize it to 
the exact number of bars needed to record the Pattern. 
181 Set SYNC mode to “EXT” - this tells Stiquencer to 
“follow” the other sequencer. 
IC] Set the ENGINE MIDI IN mode to "NORMAL" - this 
teils the DX to record data coming into the correct 
channel. 
[О] Set the proper MID! IN channel (button 31) - this tells 
the DX which channel о look at for incoming data. Also 
ur OMNI "OFF". 


Step 3: Record the Pattern. 

Each time you record, send one Track from the other sequencer to the MIDI 
channel that the DX is set to receive on. After 16 passes (you record each Track 
Separately), he Pattern will be playable direcly on StIquencer. 
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Voyeur 


Voye ШГ the ii monitor 





Voyeur is a MIDI monitor program that dis- 
plays ail incoming MIDI data right on the DX7II 
screen. Voyeur allows you to selectively filter 
certain types of MIDI data on each individual 
‘channel, or on all channels using the OMNI 
mode. This program is particularly helpful if 
you are working with many instruments in а 
large MIDI system or if you just want to see 
how MIDI works. Voyeur has been included in 
Е! for those who are already familiar with the 
more technical aspects of MIDI; if you are 
interested in learning about MIDI, Grey Matter 
recommend that you read the MIDI 1.0 De- 
tailed Specification document or any other 
MIDI tutorial. 
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Voyeur 


How to enter Voyeur 























press. 
(or) 
UTILITY 
TUNE 
Ga ® 
press bution 14 





select Voyeur and 





press YES = 
+1/0N 
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Voyeur Voyeur 






QD ми Channel X - System Exclusive [button 25] 
$$ - Active Sensing [button 26] 

2D Receive status 
Metis, Т = Timing data (MIDI clock, etc.) [button 27] 
DEOS AS MRR Ie B = Pitch Bend [button 28] 
ALL data is enabled . . . CH=01 XstbPaCk Р = Patch changes [button 29] 
co 50 миле э ыз нын ит А = After Touch [button 30] 











O С = Controllers [button 31] 
MIDI Data field K =Keys [button 32] 
XstbPaCk XstbPACk 
CBD MDI hanne дао hare Voyeur 
Stem! SMD dete bee = MD hanna 2 Voyeur has notyet Voyeur has received 
RC) Baton 17 wil alow Voyeur io сене in OMM received After Touch Alter Touch data 
mode. data 
XstbP Ck 
CD dimen peoi Mbi dau tat Voe oever When After Touch has been disabled 
Voyeur har not yet received cena data, their ters wil (turned OFF) 





ample» 5, etc) When Voyeur has 
ia, hek ctor will be upper case 

He) Buttons 25 32 wil allow you to 
fiter ot (press tho button tou da 

dh ot rus — Сз) MIDI Data This is the actual MIDI data stream that is 

passing trough the DX71. Suton 18 will еске the 

screen so you con examine the data closely. Please refer 
© he MIDI 1.0 Detailed Specification Document, or to 
any other MIDI tutorial on how to interpret hir data. 


ON/OFF) - an empty space on the screen moans that type 
of data has been tumed OFF. 














press NO to exit Voyeur 
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Expanded Micro Tuning 


Expanded Micro Tuning 





Along with expanded memory for Voices and 
Performances, E! has an expanded memory for 
up to 32 separate 12 tone microtunings. In 
addition to extra storage, there is E!'s exclusive 
12 tone Scale Compiler, which lets you create a 
global scale much faster than by individually 
adjusting notes. Just follow the diagrams on 
the next few pages: 


Ifyou are unfamiliar with your DX's Micro 
Tuning system, Yamaha has published two 
supplemental booklets to the DX7IVDXTS 
owner's manual. They are titled Exploring the 
i ings and The Mathematics & 

ings. Please contact your 

Yamaha dealer for more information. 
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Expanded Micro Tuning 


How to enter the 12 tone compiler 


mx 
EDIT Ж 

UTILITY. 

TUNE 

Ga ® 


press button 14 
until screen 
reads. 

















LOAD PROGRAM? >Voyeur »SElquencer >12 tone 





select 12 tone and 
press YES 


Twelve Tone Main Menu 
Edit 2=Save NO=Exit 








"Help" screens 
show possible 
choices 

Оп the DX7s: press the STORE button to view 

all of the "Help" screens for the Micro Tune 

compiler 
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Expanded Micra Tuning 


Twelve tone compiler 

















press button 1 


forthe 12 tone 
‘compiler uso the Key Set butions 
lo select notes 








press button 1 for press button 1 for press NO to 
coarse value fine value return to 
adjustment adjustment Micro Tune 
Compiler menu 


‘This i E's exclusive Twelve Tone Compiler, which 
makes global scale adjustment fast and simple. The 
Compiler leis you set a specific offset value for each of 
the twelve roles per octave. 


Use the Key set butions to select а noie to offset. 
data entry slider will adjust he offset value, which is in 
terns of Yamaha's Tuning Units. When you choose to 
offset a note, E's Twelve Tone Compiler will automati- 
cally offset that same note for every octave. 





This compiler makes it easy to construct a "blues scale", 
(ora Lydian scale with a slightly raised sharp 4th, or a 
scale with Just intonation 
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Expanded Micro Tuning 





Storing Twelve tone scales 


( 34) press button 2 to save а 12 tone scale 


Dress buttons 1 thru 32 
Wa 38) am G2 €" to select the location of 


the scale 
































press YES 2 times and the scale will be stored 
to memory 














Playing Twelve tone scales 


Micro tuning »Table select 
12tone 09 
By using the Micro Tuning Table Select menu you can 


play any one of the 10 Preset tunings, the 2 User defined 
tunings, and the 32 User-defined Twelve Tone scales. 





Please note that these microtuning scales are for OX 
Voices only, and that ENGINE's Micro Tuning Enable 
parameter must be turned on for any alternate tunings to 
be heard for each DX Voice. 
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DX7IIFD: 


16 


disk storage 


DX7IIFD: storing data to disk 





Е! introduces three new disk storage formats 
to the DXTIIFD. They are accessed in the same 
way as the original formats by pressing button 
16 while in the Edit mode. 


+мок2 
‘This new MIDI Data Recorder format is ехасйу the same 
as the original МОК, with the exception that the file size 
has been increased to 128K bytes. Please note that the 
ENTIRE Е! memory (Stiquencer, ENGINE, 12 tone 
microtunings, and stored Performances) will be erased if 
you choose the МОЖ IN option. 


s ERAM 
The ERAM format will allow you lo store the entire state 
оГ E!'s intemal memory onto ore disk - this includes all 
Voices, Performances, 12 tone microtunings, ENGINE, 
and SElquencer data. 





est 
‘Storing Songs and Patterns to disk is discussed in the 
Stlauencer Appendix. 


Trouble shooting 


Trouble shooting 


here are some suggestions in case you run into 
any complications 





* The DX is not making any sound 


(1) Go through the DX's MIDI menus (under bution 31) 
and check the Local Control parameter. You want that to 
be ON so that notes will be voiced by the DX. 


(2) Make sure that the Velocity Level parameter of the 
Track Assign menu isnt turned all the way down (a 
“normal” value is usually 05) 


(G) you are in the Octal mode, make sure that: 
[A] you have a sufficient amount of Polyphony assigned 
to each DX Voice you are using: 

IB] the DX Volumes are all at an audible level; or 

IC] the DX Voices A thru Н are all playing a valid patch 
(you could possibly have э DX Voice playing а non- 
existent sound, or garbage data) 


+ Patterns made in SElquencer sound strange 


‘As a part of El’s overall initialization, the Global Initialize 
Utility for БЕ quencer will prepare SEiquencer’s memory 
banks for the recording of Patiems and Songs. If you find 
that some Patterns are “not quite right, it could be that 
the Global Initialize was not originally done. 





= SElquencer Song is playing wrong Patteras 


In order for а Song to be played back correctly, ALL ol the 
Patterns that were used to make И must still be in 
‘SElquencer’s memory and they must stil be at their 
original Pattern number location. 


"T 


Trouble shooting 


* Performance mode doesn't seem to work 














hee * 





* Performance sounds different tie it 
W's important to mi 
es used in a 
ог moved to ano 
MIDI instruments ЩЕ е 


In order for a Performance mode w be active, you must 
exit the Edit mode (just press a VOICE mode button) and 
then press the PERFORMANCE button (he LED light 
should be on.) You'll now be able to play in your chosen. 
Performance made until you select a previously stored 
Performance number, or until you re-enter the Edit mode, 








Receive channel since you stored the Performance. 


+ What if | don't have a second Foot Switch to use as my 
ENGINE Foot Switch? 





eae) 











In every Performance mode, the ENGINE button will 
everything the ENGINE Foot Switch does: from Playe 
and SElquencer star/stop, to Track switching in the 
Noal 1 & 2 modes. 


* MIDI acts strangely with Elquipped DX 
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When using an Elquipped DX as the control center of a 
MIDI setup, & is important to understand the potential 
problems that can be caused by MIDI data loops. A 
MIDI data loop can occur when one piece of MIDI gear 
transmits a message to another piece of gear, which in 
urn re-transmits the same message back to the first 
machine. On a stock DX, you may never notice this 
situation, buton an Etquipped DX, you could have 
ENGINE set up to complete the loop by taking an 
incoming message and transmitting it AGAIN to the other 
piece of gear. When this situation occurs, a single 
message or group of messages is e-tansmited continu: 
‘ously until one of the machines is overloaded. To avoid 
this situation, you should take great care to insure that 
‘messages you send thru ENGINE to other MIDI gear are 
not returned to Ње DY's MIDI IN port. 








stallation 


uide 





This installation guide is meant for E! boards that are being installed into the 
Yamaha DX7ItD & FD (the E! board for the DX7S requires separate instruc- 
). Please note that while this procedure is fairly straightforward, improper 
‘could jeopardize your Grey Matter Response, inc. Limited Warranty. 
GREY MATTER strongly recommend that you defer installation to а qualtied 
‘service technician. Certain knowledge is taken for granted regarding installation 
instructions. If, therefore, the Instructions appear vague and unclear, you 
should not attempt the Installation of El yourself. Grey Matter Response, inc. 
assume no responsibility for any damage that installation of the E! system may 
Before you even THINK of installing the E! board, you should note that all 


of tho voices that are currently in the machine will be lost as consequence 
of the installation process. You should back up ай voices in the machine 
belore continuing. 


You will need the following: 
1. a philips-head screwdriver 


5. You may also find it useful to refer to Yamaha's DX7II 
‘service manual. 





Step 1 Unplug the DX7II and remove metal bottom. 


Step 2 Remove the screws that hold the DM board 
and disconnect the two ribbon cables 
There are three screws on the face of the DM board, three 
. more on thé back panel (with лө YAMAHA logo), and two 
у Sirs pak пом te certius Кемер in placa, 


Step З таке the four rubber bumpers and place one 
. beneath each of the comers of the E! board. 





Step 4 Place | Mol El board onto the exposed back of 
DM board. Holding both the DM and 


Е! boards firmly, carefully flip 
the DM over. 


Еге screw holes will fit into two of the DM's screw holes (where the 
cartridge connector is.) Ets ribbon cable and the five wires should 
wrap around the DM just like the example: 


C23 


1625 





1с 30 


Step 5 Locate the following IC's and solder the five 
wires to their proper pin location. 














Wire color Ic# Pin # 
пате on E! board) 

GREEN (A15) IC 40 1 
BROWN (RW) Ic 12 1 
ORANGE ('PON) IC 25 20 
BLACK (EN) IC30 5 
RED (VBATT) 1С 25 28 





If you find that some of these pin locations on the DM board 
are obstructed or already have another wire soktered-to 
them, you can solder E!'s wires to the correct pin on the 
back of the DM board. 


Step 6 Remove IC 23 and carefully install E!'s ribbon 
cable into the socket, making sure that all 
pins are making contact. 
Be sure to keep the original IC 23 chip in a safe place, just in 
case you need it in the future. If you find that IC 23 has been 
previously soldered onto the DM board, you will need to remove 


and replace it with a 28-pin socket. This is a delicate procedure 
and should be done only by an experienced technician. 


step 7  inspectall connections. Check all wire loca- 
tions, solder points, and the ribbon 
cable connection. 


Step 8 Holding E! firmly against the DM board, care- 
fully flip the DM board over once agaín and 


place it back in its original position. 


Reconnect all cables that were disconnected for the installa- 

tion. Using the two longer screws included with El, sctew the 

E! board through the DM board. Now, screw down the entire 

DM board. Boforo ropiacing the back panel, you should 

flip the DX7II over, connect it to a power source, and tum it 

on. If the opening message appears on the LCD and then changes 
to the normal Voice select screen, the E! board is working properly 
and the back panel can be replaced. 


Step 9 IMPORTANT!!! To properly initialize the 


Elquipped DX7II: 
First load a RAM 4 Cartridge into Ет four memory banks 
(see pages 5 & В of the User's manual.) Be sure to load 
WITH System. [On a DX7IIFD, you can also load an ERAM 
disk after you have loaded at least one bank with a cartridge. If 
there is already SElquencer data stored in the ERAM; there will be. 
по need to continue with the rest ofthis initializing procedure.] 


Мех, press button 14 until the screen says "Load Program?" 
Move the cursor over to select SE!quencer and press YES 
‘(wice.) Once you are at the SElquencer main menu, press 
button 4 to enter the Utilities mode. You want to press button 
4 again to enter the Global Utilities. Press button 1 to erase 
ай SEtquencer memory and then press YES (this Initializes 

li SElquencer memory banks; H this Із not done, SE!quencer's 
ВАМ will be corrupt!) Press NO repeatedly to Exit and retum to 
the DX7II Edit mode (when the LCD says "Are you sure?", answer 
YES) 


Finally, select any PERFORMANCE from Internal RAM to clear the 
Edit buffers. And that's it! 
Grey Matter Response, inc. 
15916 Haven Ave. 
Tinley Park, IL 60477 
(312) 349-1889 
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Errata 


л Due to the limited size of the DX's edit buffer, the Edi 
Compare feature is deactivated when in the Octal mode. 
If you need to use this feature, just switch the Voice 
‘mode to any other mode than Octal. 


2 There are two graphic errors in the User's manual: (a) 
оп page BA, the Step Record screen shows butions 384 
as controls for the clock time - you should use the Key 
Set butions instead, just as the text that follows on page 
89 explains; (o) on page 91, the Edit Song screen shows 
buttons 344 as insertidelele controls fr step numbers - 
you should also use the Key Set buttons here, Just as the 
textan page 91 explains. 





3 Contrary to what the User's manual states, you do not 
have to exit the Edit mode in order о activate a Perform. 
ance mode. The only time a Performance mode isn't 
active is in the Track Assign menu and in the Voice 
Select mode. (То select a stored Performance, you must 
still exit the Edit mode, press the PERFORMANCE button, 
and select your stored Performance number.) 
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About the ChordSongs and PlayerSongs 


‘Chores and Player were designed for both solo and 
group performance situations (and there's nothing, 
‘topping you from using them for recording, either) 
hero aro three main points lo keep in mind when using 
the ChordSongs and PlayerSongs: 


1 The names which have been given to the Songs ate 
simply there as э general description - a Song like 
"Dance" doesn't have lo be used only for dance music, 
and a Track labeled as "bass" doesn’t have to always be a 
bass part. You may find a few useful Tracks or even 
entire Patlems within a Song that might at first soem 
unlikely. 


2 Don'tbe afraid to manipulate! USE THE TONAL 
PROCESSOR (change keys by playing different notes in 
the bottom octave of the keyboard}! Try different voices 
‘on the DX or on your MIDI gear. Transpose Tracks. 
Work with each Track's Velocity Curve/Level o get the 
most out of E!'s Velocity Processing. Experiment with the 
differences between Chord Hokd On and Off. Have fun! 





з Grey Maller are the last ones in world who would like 
to soo people who enjoy making music be replaced by а 
Бох, Chords and Player are only a tool the rest is all up 
to you, 


ChordSongs 


There are 10 ChordSongs, each one having its own par- 
ticular "voicing stylo.” Each Pattern within a Song is a 
variation of that style. While the number of Patterns (and 
the number of Tracks within each Pattern) vary foreach 
Song, you will find that similar parts will remain fairly 
Consistent for most ChordSongs (ог example, all "bass" 
parts are on Track 2, most piano" parts are on Track 3, 
ес.) You will also find that there are no parts recorded 
оло Track! - this is ENGINE'S live play Track, so you 
сап solo along with every ChordSong. 
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ChordSong 1: Triads 


‘This Song is made up of standard three-note chords in 
{our different stylos Pattems 1 to 4.) 


Pattern 1 to Pattern 4 
Track 2 only 


ChordSong 2: Blues 


Pattern 1 to Pattern 2 
Track 2 - bass 
Track 3 - piano comp. 





ChordSong 3: Group Vocal 


This Song is made up of 3 typical group vocal harmonics 


Pattern 1 to Pattern 3 
Track 2 - contra-bass. 
Track 3 - bass 

Track 4 - tenor 

Track 5 - alto 

Track 6 - soprano 


ChordSong 4: 15-Track 


Using this Song, you can play one note each on 15 
separate ENGINE Tracks. All of the notes are middle С 
(C3), so you can use tho Transpose parameter to create. 
your own harmonics. 





Pattern 1 only 
Track 2 to Track 16 


ChordSong 5: Club 
“This Song has 3 Patterns of typical club music" chords 
Pattern 1 to Pattern 3 
Track 2 - bass 
Track 3 - piano 
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ChcrdSong 6: Orchestral Horns 


Pattern 1 to Pattern 4 
Track 2 - bass (trombone/tuba) 
Track 3 - trombones 

Track 4 - french hons 


ChordSong 7: Quartal 
This Song is made up of chords in the interval of a fourth 
Pattern 1 to Pattern 2 
Track 2 - bass 
Track 3 - piano 








ChordSong 8: Power Brass 


Pattern 1 to Pattern 3 
Track 2 - bass (trombone/tuba) 
Track 3 - trombones 

Track 4 - mid-range brass 
Track 5 - trumpets 


ChordSong 9: Harp 
Pattern 1 to Paitern 3 
Track 2 - bass 

Track 3- harp 


ChordSong 10: String Ensemble 


Pattern 1 io Pattern 3 
Track 2 - bass violin 
Track 3 - cello 

Track 4 - viola. 

Track 5 - violin 
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PlayerSongs 


There aro 9 PlayerSongs, each one having ils own 
particular "style." While the number of Patterns (and tho 
‘number of Tracks within cach Pattern) vary for each 
Song, you will find that similar parts will remain fairly 
‘consistent for most PlayerSongs (for example, all "bass" 
parts are on Track 2, most "plano" parts are on Track 3, 
etc) You will also find that there are no parts recorded 
омо Track! - this is ЕМСІМЕ live play Track, so you 
сап solo along with every PlayerSong, 


In most PlayesSongs, you will find that Dynamic Voice 
Allocation (DVA) can take of all polyphony needs. 





PlayerSong 1: Rhythm box 


This Song is made up entirely of 3/4, 4/4, and 5/4 beats, 
so you can mix Tracks for various rhythms - and every 
beat is a middle C note (C3), so transposing Tracks is 
easy. Some simple beats (such as straight 1/4 notes) have 
been split up onto separate 

tuned differently "octave bass", 





Pattern 1: 3/4 time Pattern 2: 4/4 time 

Track 2 - downbeat Track 2 - downbeat 

Track 3, Track 4, & Track 5 - 1/4 note Track 3 & Track 4 - 1/2 note 

Track 6 & Track 7 - 1/8 note Track 5 & Track 6 - 1/4 note. 

Track 8 & Treck 9- 1/16 note Track 7 & Track 8 - 1/8 note 

Track 10 to Track 16 - variations Track 9 & Track 10 - 1/16 note 
Track 11 to Track 16 - variations 


Pattern 3: 5/4 time 

Track 2 - downbeat 

Track 3 & Track 4 - 1/2 note 
Track 5 & Track 6 - 1/4 note 
Track 7 to Track 12 - variations 


Supplement 


PlayerSong 2: Arpeggios 


‘This Song is made up of many diferent single Track 
arpeggio Patterns. These arpeggio Patterns come in pairs 
(arpeggio UP and arpeggio DOWN.) There are a total of 
16 Patterns. 


UP DOWN 
Pailern 1,2 & Pattern3,4 — (10clave) 
Pattern 5,6 — & Pattern 7,8 (1 octave rolling) 
Pattern 9,10 & Pattern 11,12 (2 octave) 
Pattern 13,14 & Pattern 15,16 (2 octave rolling) 





PlayerSong 3: Guitar strums 


"This Song is made of ono Track Patterns of "acoustic 
guitar accompaniment" (or whatever else you decide 
they're good for) There aro а total of 12 Patterns. 


Pattern 1 to Pattern 12 
Track 2 - guitar strum 





PlayerSong 4: Ballads 


The Ballad PlayerSong is made up of 9 Ракете with two 
Tracks each. 


Pattern 1 to Pattern 9 
Track 2 - bass 
Track 3 - piano 
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PlayerSong 5: Blues 


"The Blue: Song is your basic 12-bar blues. Patterns 1 
and 2 combine for a typical “walking bass", while Pattern 
3 can be used asa break. 


Pattern 1, Pattern 2, & Pattern 3 (break) 
Track 2- bass 

Track 3 - piano 

Track 4 - bass drum 

Tiack 7 - spare drum 





PlayerSong 6: Dance 


The Dance PlayerSong is made up of various bass and 
rhythmic Patterns (definitely not for the faint-hearted.) 


Pattern 1 to Pattern 4 
Track 2 - bass 

Track 3 - piano 

Track 4 - horn hits 

Track 5 - bass drum 
Track 6 - hi hat 





PlayerSong 7: Reggae 


This Song is made up oí four Patterns in the reggae style. 


Pattern 1 to Pattern 4 (break) 
Track 2 - bass 

Track 3 - piano 

Track 4 - rhythm guitar 

Track 5 - bass drum 

Track 6 - tuned percussion 
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PlayerSong 





‘This Song is made up of four Patters with a "contempo- 
rary pop’ feel. 

Pattern 1 to Pattern 4 

Track 2 - bass 

Track 3 - piano 

Track 4 - plucked strings 

Track 5 - bass drum. 

Track 6 - snare drum. 

Track 7 - hi havshakor. 





PlayerSong 9: Beach Party 


"The last PlayerSong is a fun one! It's a 60's beach party! 


Pattern 1 lo Pattern 5 (break) 
Track 2 - bass 

Track 3 - NONE 

Track 4 - organ 

Track 5 - bass orum 

Track 6 - snare drum 

Track 7 - bongo 

Track 8 - tambourine (break only) 
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more on MIDI input 


MIDI data loops 


Буз powerful new MIDI implementation offers features 
never before available on a MIDI controller. However, 
these features can sometimes cause a MIDI data loop in 
MIDI systems where the DX's MIDI Output is eventually 
sentio the DX's MIDI Input. For the most part, this 
siwation will arise when you connect the DX's MIDI In 
and MIDI Out to an extemal sequencer, hoping to use 
the DX's keyboard in the Octal mode to record new parts 
while the extemal sequencer plays the old parts on the 
ОХ synthesizer. To properly use the DX in this situ- 
ation, you should set the system up for the following: 


1 Tum Local control OFF 

2 Coto the MIDI 1 bution bution 31) and set a MIDI 
Output channel (1-16) 

3 Set ENGINE's MIDI Input mode to Direct Gee pages 35 
&36 ofthe Users Manual) 

4 Set ENGINE о that all Track Destinations are either 
"OFF, or point to "DX" Voices (NO TRACKS 
SHOULD CO TO MIDI CHANNELS) 


SE!quencer special feature 





This special StIquencer feature was not mentioned in the 
User's Manual: by pressing the SINGLE Voice Mode 
bution, you can instantly switch between the Record. 
Patiern and the Play Pattern mode, making listening to a 
newly recorded Pattern much more convene 





Supple 


ment 


Live DX Voice mixdown 


press 



















DX 
Volume 
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You can use the OX Volumes menu in any Performance 
mode for a live miadown of all DX Voices. While you 
are playing a Stfquencer Song, а PlayerSone, or any 
‘ther Performance, you can тїс eac Voice Ive while 
you play. 


All you have to do is press the EDIT button while you are. 
playing your Performance. This will automaticaly bring 
up the DX Volumes menu - just move the cursor above 
‘each Voice you want to adjust and use the data entry 
slider to mix the volumes live, You can also edit most of 
the other ENGINE parameters while sil playing a 
Performance - the only exception is the Track Assign 
menu, which will siop the Performance. 


(push the PERFORMANCE button to return to the 
Репогтәпсо Play screen.) 









>A >B >C >D >F >G >H 
92 128 102 65 128 128 0 128 
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Performance examples 


Example 1 


Performance mode) 





Traci 
1 


Transpose,‏ ا 


Here are throe examples to help familiarize you with the 
Performance modes and how they interact with 
ENGINE’s Track Assignments and the Octal mode set- 
ups. Just follow the ENGINE setings listed in the 
Performance charts and begin exploring the many uses of 
El's Performance modes (blank Performance charts are at 
the end of this booklet for your use - fel free to photo- 
copy them.) 


Song| 


Tempo| Sync. 


Level 


Pate! Си 
00 | NORM | 05 















remember to 
use the Key Set 
buttons to cycle 
thru the 16 
Tracks 


Foot Switch 2 
ENGINE 


You should begin this example by choosing the Single 
DX Voice mode and then prossing the PERFORMANCE 
button to make the Normal1 Performance mode active. 
Assuming that all of your ENGINE settings are correct, 
you will be able to switch between Tracks 1 and 2 by 
pressing the ENGINE Foot Switch(2) or the ENGINE 
burton. 






Track 1 is the active koyboard Track, and is playing 
whatever DX Voice you are currently listening to with a 
transposition value of 00. If you press and hold the 
ENGINE Foot Switch, Track 2 will become the active 
keyboard Track. Track 2 is the very same DX Voice, only 
this time it has been transposed 1 semi-tone up! 


Supplement 


Example 2 


In this Example, you'll use the Octal mode along withthe 
AWay Layer Performance mode create a rich, layered 
sound. Follow the charts to set up all of the DX voices 
and then set their ENGINE Track Assignments: 





Voice mode, Total volume 
Octal 99 


Micr 





























Voice) Location Name) Volum shiny бут) Polyphony 
A|E1-15|FullTines| 128 |+00| off | — 
B| www | 7777 | 128 «00| off | —7 
e| ~~~ | 7777 | 128 |+00] off | — 
| ~~~ | ~~~ | 128 |+00| off | — 


choose whatever 
Voices you like 


for this example, use 
Dynamic Voice Allocation(DVA) 
instead of manually set polyphony 


Performance mode, Song 


E for the DX7II series 


Temp 


Syne 























4Way Layer 

Track, Destination) — Transpose Patch Curve, Level 
1|DX A — — 
2| DX B nee — 
3|DXC M | — — 
4|DXD — — 























Ly 


set these parameters to 
your tastes 


Now, when you play this Performance, you will hear 
Tracks 1-4 layered together. After playing for a while, try 
‘experimenting with difierent Transpositions and Velocity 
CurveslLevels for each Track, ard using the Controller 
Map under ENGINE bution 27. 





By carefully choosing your Voices, you can create many 
different types of sounds: show-stopping solos; rich, 
realistic acoustics; or subtle atmospherics. 


13 


5 


Example 3 


upplement 


In this final example, you will be introduced to Player, 
опе of ENGINE'S aulo-accompeniment Performance 
modes. By using the Octal mode again, you can play 
multi- track patterns without any external instruments 
(however, i you do have some MIDI instuments, feel free 
lo uso them as the Destinations of somo Tracks. Just 





























follow the charts: 
choose whatever PlayerSong 
you want 
Performance mode Song Temp) Sync 
Player 1~10 175 INT 
Track, Destination)  Transposa Patch Силер Level 
1|DXA ——— eH — 
2|DXB — | = 
3|DXC 
use the same Track Assignments as in 
4 Example 2 
Clock out) Chord hold) MIDI In mode, Foot Switch 2 
on normal ENGINE 








turn Clock out ON if 
you want your MIDI 
drum machine to play 
along 


E for the DX7II series 


mode, Total volume 
Octal 99 


Micro. 



































Voice Location Name) Volume Shift) %7 | Poyphony 
| | 77-7 | 128 |+00| off | — 
в | ~~~ | rrr | 128 |+00| off |. — 
e| ~~~ | ~~ | 128 [+00] off | — 
D| ~~~ | ~~~ | 128|+00| off | -— 
5 leave DVA an (yo t 

ve on (you may want 

оте to set some Polyphony - like 

wings oc 4 notes - for the DX Voice on 

erro Track 1 so you can solo) 

the PlayerSong 
(Track 2: bass, Now, when you activate the Performance mode, the 
р m ociave of he Ох keyboard will phy a Player- 
Track 3: plano, т voles A Ud or viutt Ds am. 
EC). ments you have chosen) То begin playing. just press any 


key in the boton octave of the keyboard. АП you have to 
do t play another note о charge the key of the entire 

Each Track is even velocity sensitive - you 
сап adjust the Velocity CurveyLevel for each Track for 
more control over tho velocity response. 





Please remember that each PlayerSong can be 
lated by turning Tracks on and off or by combi 
Работ for more complexity (be sure to read th 
Player’ section in the User's Manual and the di 
tho boginning of this booklet for more information.) 








To stop Player, simply press the ENGINE Foot Switch or 
the ENGINE button. 


Performance mode settings DX Voice mpde settings 
















































































PERFORMANCE #____oname__ — PERFORMANCE # name 
Performance mode Song Tempo) Зуп" 
Voice. “| Total volume 
Track Destination) — Transpose| Patch) Curve) Level - 
1 Voice| Location Мате Volume Shift “| Polyphony 
Е А 
з 
4 B 
5 с 
в 
D 
7 
E E 
E 
F 
10 
n _ 6 
12 " 
13 س‎ 
м Dual detune| Balance] Split point 
15 
16 

















DV EG forced damp) Micro Tuning preset‏ .الالال ا ل 
Clock out) Chord hold MIDI In mode, Foot Switch 2‏ 


Tonal Processor settings SE!quencer Song chart 


PERFORMANCE # name PERFORMANCE # name 


































































































Performance mode (Chords or Player only) Som Patterns used Song 
T T 
14 {48 dad п 
12 13 14 18 16 17 18 19 20 21 22 
Not Ў 23, 24| 25| 26] 27) 28 29 30) 31 32 
‘Me Key Scale Pattern 
Step 1 2 3 4 5 
repeats: repeats repeats: repeats repeats: 
6 7 8 9 10 
repeats: repeats: repeats repeats: repeats: 
1 12 13 14 15 
repeats repeats: repeats: repeats: | | repeats: 
16 17 18 19 20 
repeats: repeats: repeats: repeats: | (rapeat: 
2 2 23 24 25 
rapoats: ара: repeats: repeats: repeats: 






































paste together copies for Songs over 25 steps long. 


Limited Warranty 


These warranty provisions ere an important part of your purchase, Please read 
the entire warranty statement in order that you may be familiar with the terms 
applicable to this warranty. If you have any questions, please contact your 
certified Grey Matter installer or dealer or contact Grey Matter directly. 
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